Fallout: Van Buren 


Worldbook 


This worldbook is both an effort to construct a campaign for the Vault 
Archives Fallout PnP system, and also an exercise in collaborative 
worldbuilding for its own sake. Effectively, dump those ideas that 
were later recycled, reimagined, or outrighted contradicted in New 
Vegas, and further to construct a vivid landscape of "The East" in 
2253, when Van Buren was originally set and 28 years prior to the 
events of New Vegas. This setting was constructed incorporating the 
ideas and design documents of Van Buren in addition to entirely novel 
ideas and twists. The goal is to create a Fallout world that is 
consistent in tone, that carries the torch of Van Buren, and that 
allows the players to shape a world with their decisions in a manner 
not constricted by the potential future of New Vegas. It’s a Wild 
Wasteland out there, and the right people in the wrong place can make 
all the difference in the world. 


Though primarily written by me (Atomic Postman), this project came 
together thanks to the great creative feedback, input and copy editing 
by another user, Hardboiled Android. 


The theme to this campaign is “Prisoners of Love” by the Ink Spots. 
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Colorado 
Section 1: The Van Buren Prison Complex 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=B6I7rOMbmas 
Pre-War History: 


Nestled inside Capitol Peak in the Rocky Mountains of Colorado, Van 
Buren Prison was a gigantic project commissioned by the Department of 
Civil Defense (the Fallout world's equivalent of Homeland Security) in 
the late 2050s to hold America's greatest enemies - terrorists, 
communist agents, and major dissidents.Construction was completed in 
the mid-2060s. 


As the Resource Wars waned on, the facility was given an overhaul. The 
prison was now to serve as a test bed for the experimental CODE 
Conditioning Protocol on the most far-gone, anti-American prisoners. 
Initially the program was conceived of as a forced re-education 
initiative that through heavily 'incentivized' learning programs and 
tests would instill behavior and attitudes reflecting the white-picket 
fence American ideal. However, as time passed this too received an 
overhaul: reconditioning through technology. The final goal of this 
program was to transform CODE into an automated process that would be 
free of human fallibility. Plug a dissident in and an American comes 
out. 


Similarly, the facility was slowly becoming more automated, and it was 
projected that the Prison would be completely human-staff free by the 
end of the 2070s. The guards and warden were to be replaced by 
advanced robots including state-of-the-art Eyebots and the gigantic 


BULLMOOSE, designed with input from Robert House's personal design 


team. 


Each Prisoner was also to be given a specially designed "Prison-Boy,” 
a custom designed Pip-Boy model with a biometric seal. It gave prison 
administration total oversight and control over their prisoners: 
constant monitoring, health tracking, and potentially even the ability 
to stop the hearts of escaped prisoners. 


The facility was to be run entirely by the ZAX Super-Computer known as 
COLOSSUS, a machine intelligence linked to a greater "Civil Defense 
System" that would allow for cross-communication nationwide for 
matters of national security. 


COLOSSUS was designed to have two split function 
"personalities" in addition to its third, overseer 
personality (COLOSSUS itself): Prosecution and 
Defense. This would allow for those detained by the 
DCD to receive easy, impartial and effective trial 
whilst keeping the bad guys off the streets in the 
meantime (effectively, a blacksite and the Fallout 
world's equivalent of Gitmo). The AI would host the 
trial and COLOSSUS would act as its own jury to its 
two separate personalities. 


Initially, a certain number of detainees would be 
authorized for reallocation to other facilities such 
as Big MT and Mariposa Military Base for 
experimentation purposes. However, the rapid progress 
of the CODE program meant prisoner experimentation 
would eventually be done "in-house," with the medical wing extended to 


md 


accommodate Robobrain manufacture and future CODE programs. 


P= 


The deepest part of the facility, above only the AI core, was the 
cryogenic storage. These chambers would be used to freeze the most 
dangerous prisoners of all. Officially this was to keep them totally 
controlled, but the real plan was to keep high-value individuals 
preserved until CODE was effective enough to safely reprogram them 
into US-allied assets. For this purpose, the other prisoners would 


simply be lab-rats. 


Though hyper-lethal individuals such as Chinese assassins and spies 


were kept here, the most notorious of those in the freezer was 


Prisoner 13: Victor Presper. 


Presper was a home-grown anarchist, somewhat 
sympathetic to the Communist cause (and 
certainly framed as such by the papers), he 
was largely opposed to the totalitarian and 
despotic way he viewed the US Government was 
being run. Presper in his younger years had 
been a project lead on Limit-115 - the 
bioweapon that would later be leaked by 
Chinese spies and result in the New Plague. 
His work on this project was the primary 
instigator of his disillusionment. Presper 


and his followers had leaked US secrets to the public (inciting civil 


unrest), made attempts to 


bomb Congress, sabotaged a number of 


military projects on the East Coast. His final failed plot, however, 
was an attempt to hijack the orbital BOMB stations above the US in an 
attempt to launch nuclear strikes on select government targets, 
including DC. His group was all but killed and dismantled, but Presper 
himself was disappeared into Van Buren Prison, kept on ice so his 
cunning intellect and strategic mind could be used for America's 


benefit once more. 


When the Great War occurred, the Civil Defense System completely 


Post-War History: 


That was until the 2190s, 


failed, the situation caused a total system crash on the part of 
COLOSSUS. The prisoners and guards left inside wer ntombed and died, 
leaving a silent prison with only the Cryogenic wing remaining active. 


when a strange call came from Cheyenne 


Mountain - another artificial intelligence calling out to raise as 
much automated mayhem as it could. COLOSSUS resumed partial function, 
but by the time its processing resumed, the "call" had gone silent. 


Over the next few decades, 


the AI would repeatedly crash, reboot, 


crash and reboot, dealing serious damage to its logic core. 


Eventually, by 2250, it began to reach stabilization. The resolution 


came at a cost: total fragmentation of its split personalities, which 


began to form "identities" 


rooted in their function. These 


personalities were simple, 


and still largely in-human, but they were 


uncharacteristically distinct for a ZAX. 


Prosecution became "Uncle Sam", a hard-liner entirely 
concerned with ancient ideas of national security and 
the continuation of the CODE program. Defense becam 
"Red Menace", an amalgamation of propagandist ideas 
of Chinese and Russian red scare. These wer 
superficial traits however, and Red Menace is 

ntirely defined only by its opposition to everything 
Uncle Sam. 


By 2253, Uncle Sam had primary control of the 
facility, and began to repair and send out CODI 
equipped Eyebot retrieval teams to kidnap what it 
believed wer scaped prisoners. These teams would 
lock up a number of innocent Wasteland travelers 
and keep them alive in the barely functioning THE RED MENACE 
automated prison, with their own vault-suit like 

prison jumpsuits, marked in imitation of the IS REAL! 
jumpsuits of the random prisoners they had been 
mistakenly captured as. 


GI 


Uncle Sam became fixated with a certain Prisoner 
13, who it believed had escaped and was of the 


highest priority. Believing it needed to capture 13 
Prisoner 13s, these "13s" were outfitted in 
Prisoner 13 Jumpsuits and were the only ones 
issued Prison-Boys, as a result of malfunction. 


c 


The Party are the latest and final batch of Prisoner 13s, making up 
the "13" count to satisfy Uncle Sam. Each 13 is taken to COLOSSUS to 
xperience a repeat of Presper's original trial before being returned 
to their cells. 


With this completed, Red Menace becomes active, and seeks to assist 
the trapped Prisoners in a prison break. The other 13s besides the 
players are inside Cell Sectors #1 and #2 (the players are in #3) 
Limited in function, Red Menace can only offer periodic advice, and 
the break must be instigated by the prisoners themselves. 


Upon escape the myriad prisoners, the 13s among them, flee out into 
the Wasteland. This sends Uncle Sam into overdrive, repairing and 
upgrading its broken robot arsenal. Luckily for the escapees, the 
titanic BULLMOOSE will require a construction that will take many 
months, if not an entire year before it's operational and combat- 
ready. 
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Buren Prison Complex: 


Cell Sector #3: Red Menace will first contact the PCs during 
ndering throughout Van Buren, offering them a way out. The 
jective, with no way around, is disabling the heart-stopping 
s on their Prison-Boys so that they don’t experience cardiac 

pon exiting the complex’s perimeter. They can’t disable the 
c seal on their Prison-Boy to remove it, but it’s the best 
do. To do so, they must reach Cell Sector #3’s Security 


Center, 
electrif 


defended by numerous traps such as surveillance cameras and 
ied floor pads. Upon entering, the players can find a minor 


E 


cache of 
once mor 


loot and access the main terminal, speaking to Red Menace 


Here he proposes three possible methods of exiting: 


e The Overflow Sewers: There is a drainage pipe for waste water 
that leads directly outside, and centuries of decay means that 
the grate is significantly weakened. Conveniently, there is also 


wai 


a huge backed up load of irradiated, stagnant filthy water 
trapped behind one of the overflow seals. Repair based characters 
able to access the overflow and operate the machinery, and 
Strength based characters able to wedge open rusted access doors 
and valves would be of use here. The threat posed is the tsunami 


£7 


of 


care 


ood water that will smash the gate open, if they’re not 
ul they could get caught up in it, drown or get violently 


vas 


thrown outside and injure themselves. Similarly, it is the 
dwelling of mutant rats. 


e Laundry Disposal: In the utility area, there is a laundry chute 


in 


a backroom just wide enough for players to slip down with 


lubrication. A recent earthquake has collapsed a portion of the 
laundry processing wall leading to an old prison tunnel exiting 


outside. However, the utility area is home to a band of non-13 
Prisoners who have become crazed in their imprisonment. Wielding 
makeshift weaponry and highly paranoid, they will requir ither 
Combat or Diplomacy focused PCs to handle the threat. Red Menace 
seems suspiciously unconcerned with these prisoners’ wellbeing or 


if 


they escape. 


e Eyebot Maintenance Station: There is a robot repair station where 
the Eyebots receive basic maintenance and refueling. Sneaking 
into the location without alerting the Eyebots and successfully 
using a Computer Science check to overload the refueling pod will 
blow a gigantic hole in the wall, leading to an older prison 
vehicle tunnel which will bring them outside to the visitor 
center. 
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The Prisoner’s Dilemma: 

This acts as the main overarching “plot” of the campaign. When 
the players escape, after reaching Level 3 or adventuring for 
about a month, they will receive contact from Red Menace shortly 
before an attack squad of Van Buren Eyebots arrive to attack the 
players. In short, they will discover that Uncle Sam is tracking 
them via their Prison-Boys and will send recovery bots at 
infrequent intervals, with their technology further repaired and 
then upgraded with each appearance. This will culminate with the 
deployment of the gigantic war machine, BULLMOOSE, which will 
stop at nothing to recapture or kill the players, and wreak havoc 
on the outside world in the meantime. 


Uncle Sam will also utilize the Civil Defense System to his 
advantage, such as activating the Denver Police Department 
Cyberdogs or local police robots to attack the players. 


The only way to stop this is to 
satisfy Uncle Sam’s malfunction 
and effectively “reset” the 
system. To do this, they must 
retrieve the other Prisoner 13 
Prison-Boys and return them to 
Van Buren, of which there are 
seven to be collected (two have 
gone offline and aren’t 
triggering Uncle Sam, 
mysteriously). How they retrieve 
these Prison-Boys, either through 
willing co-operation or on the 
end of a severed arm, is up to 
the players. Red Menace logs the 
players Prison-Boys into Uncle 
Sam’s tracking system, which provides vague, generalized tracking 
locations for the Prison-Boys. Enough to indicate a general area, 
but not enough to locate them to a specific spot. So, the manhunt 
is on. Not all of the Prisoner locations ping at once, and do so 
in staggered bands. 


Additionally, after a certain number of Prison-Boys are accounted 
for, Red Menace will reveal that to get back into the repaired 
Van Buren Prison Complex they will require a Department of 
Defense Override Holotape. Effectively a magic key that will 
override security on major government facilities. Red Menace has 


vag 


no idea where to find one, outside of major government facilities 


themselves. 
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Section 2: Grand Junction 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=XCeUju4i6Vc&t = 387s 


When the party exit Van Buren Prison Complex and escape into the 
barren Rockies, they'll soon reach the I-70 and be faced with three 
choices of direction: Salt Lake City, Denver, and Grand Junction. 
Depending on what they were able to loot from the prison during their 
escape, they may be pressed to find the nearest settlement for fear of 
starvation, that nearest settlement being Grand Junction, Colorado. 
Now home to a tribe they call the Iron Rivers. 


Grand Junction in the Fallout world is a vast railyard and switching 
station. Prior to the Great War it was invaluable in transporting 
supplies to the food deprived states of the Midwest and for further 
resource movement up north to the Canadian front. In the post war it's 
a coagulated block up of rusted hulks and boxcars, with the brick 
buildings reduced to rubble foundations. The Iron Rivers live amongst 
the hulks, boxcar houses with plank walks across the roofs 
interspersed with communal camps where they drink beer, dance, share 
stories and eat. Drawing water from the adjacent Colorado River, and 
beyond that their humble maize and Brahmin farms. 


To hear it from the Iron Rivers, their ancestors once came from the 
far west. Riding on the back of a great roaring machine: John Henry, a 
fusion powered train. Eventually, their journey east stopped at Grand 
Junction and they knew this would be home. They've been here for the 
decades (centuries) since. 
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The Iron Rivers on appearance dress in simple 


leather armor. 
parallel lines 


Across their bodies are grey painted 
reaching from their legs to their 


head. Their warriors shape their hair into spiked 
mohawks, wearing large rail-worker goggles and thick 
gloves, wielding spears with rail spikes bound, 
sharpened and fashioned into a deadly point. The 
regular Iron River dresses in basic leathers and 


similar paint, 


with short cut ragged hair. 


Their language has devolved into a sub-dialect of English (similar to 


that seen in Crossed 100), 
bangers actualled, 


for example "At high sun Bulls with long- 
stealed our sprogs fuck-quick" would translate to 


"At midday raiders with rifles arrived and kidnapped some children 
suddenly". It's mostly understandable as poor English but at times 
difficult to parse. 


Grand Junction 


"families" (or 


all sorts of things from bel 


future of the tribe or who took the six-pack of beer. 


is well populated, and split into three large 
you might call them clans) that are often at odds over 
iefs over The Big Rock Candy Mountain, the 


Atchinsons: The strongest and most populated clan led by their 
Brakeman: Jukebox Atchinson, a stubborn old Brahmin who's not fond of 
Vasters (outsiders). He carries around a big sledgehammer that he's 
never used on anyone, but is known to threaten to. He’s usually 
shadowed by one of his sprogs, Bourbon. The Atchinsons are slowly and 
mostly unsuccessfully trying to repair John Henry, the original train 
that sits at the heart of the Atchinson camp, with the dream of 
heading out back West. The Atchinsons believe Big Rock Candy Mountain 
is a heavenly place that lies out West, back where they came from. 


Topekans: The second largest clan, led by their Brakewoman Lulu 
Topeka, who's sprogbound (married) to Jukebox. Many Topekans become 
"Rail Nomads", scouts who track and map the railways and explore the 
Wastes, leaving their own marks and symbols to guide each other (akin 
to the hobo code) to warn of danger, heed safety or lead to hidden 
stashes. Primarily they are in search of beer, a favorite of nearly 
all Iron Rivers. At home, the Topekans have tried making their own 
beer brewing but it's only produced crap piss water. None of the good 
stuff. Still, when the Rail Nomads are out or they come back dry, it 
makes do. The Topekans believe Big Rock Candy Mountain is somewhere in 
the Rocky Mountains. 


Santa Fe: The least populated and least popular of the clans, led by 
their Breakman Wrench Santa Fe. They're in a feud with the other two 
clans as the oldest rail nomad Sprog of Lulu and Jukebox was killed by 
unfortunate accident whilst scouting in the company of Wrench's 
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drunkard son Switch, 
brother Bourbon) 


The Santa 
man known 
eccentric 
wisdom in 
the other 
him to be 
warned of 
but he is 


Candy Mountain isn’t a place, 


bl 


Fe are al 


which they 


ame on him. 


so highly hospitable to Wasters, 


only as the "Hobo Oracle" to live amongst them, 


Waster from the Midwest who provides prophetic words 


exchange 


clans see him as a charlatan parasite. 
great company and believe every word he says. 
and now forecasts the arrival of the 


Bulls, 


unsure of their intentions. 


This is a matter of controversy al 
The Santa Fes 


for beer. 


an ol 


(particularly the deceased’s younger 


and have invited a 


d 

of 
lso, 
find 


as 


The 


Santa Fe believe Big 


but an afterlife. 


Quests in Grand Junction: 


Recentl 
"Terb -Gf 13", 


y he 


Rock 


A Land That’s Far Away: The Atchinsons can receive help in 


repairing John Henry to head back West alone, 


but Repair 


characters will discover that heavy duty specific parts a 


needed from elsewhere. 


Maybe in Denver. 


minded 
re 


Lakes Of Whisky Too: The Topekans can receive help from Lab 


Science minded players to help improve their booze recipe, 


or 


alternatively they'll trade rations and armor for boxes of beer 


Fair and Bright: The Santa Fe recently discovered a tourist guide 
to the Four Corners Commonwealth, but due to their illiteracy 


they can only look at the pictures. 
of the Santa Fe due to the images of the golden “Last Spi 
which they believe if retrieved could restor 
ll offer the players the reward of one of the Topekan 
if the Atchinsons can have it instead. 


Jukebox wil 
handcarts 
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This has become a pri 


zed item 
ke”, 


their reputation. 


17 


The 


Railroad Bulls: 


A few days before the arrival of the party, a remnant band of the 
broken 215 Vultures, starving and running from Utah, turned up 
with guns and raided the Santa Fe camp, taking two children with 
them and retreating to an abandoned private fallout shelter in 


the 
and 


hills. The deal is such, they give the raiders as much food 
water as they can carry, or the kids get sold to the 


cannibalistic Bone Dancers out in the Utah who value the flesh of 


the 
the 


young as the purest. Many Santa Fe warriors were killed in 
raid and whoever were left went to follow them, but haven't 


returned. The other two clans refuse to help either through 
warriors or giving over the supplies, claiming this is their dues 


for 


their foolishness and justice for the wrongful death. 


However, the players can discover through interrogation, 


dip] 


lomacy or sneaking and overhearing conversation that this 


whol] 


le thing is a deal gone wrong. Bourbon, the son of Jukebox and 


brother of the dead Rail Nomad, wished to “teach a lesson” to the 
Santa Fe: The Roadsters kidnap two children, in exchange they get 
some food and water, and the Santa Fe learn not to trust 
outsiders, as well as having a scare. Things went wrong when 
Bourbon was wrong about the Santa Fe being cowards who wouldn’t 
fight back (as he told the 215 Vultures), and now that several 
have been killed, the 215 Vultures are backed into a corner and 
have changed the deal for their own survival. 


Section 3: Denver 


rup- is 
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Soundtrack Atmosphere: https://www.youtube.com/watch?v= bgH2NdXju8 
Pre-War History: 


In the 21st Century Denver had many ups and downs. At first the 
epicenter of the New Plague (of which Lowry Hospital still carried the 
lingering shadow of, with its stocks of high-profile medical equipment 
and expansive patient wards) and then later the site of major 
investment in construction and manufacturing to support American 
infrastructure as well as nearby facilities such as Boulder Dome, Van 
Buren and the Nursery. However, as the Resource Wars stretched on 
construction and manufacturing shifted away from improving the lives 
of citizens and towards the demand of total war, moving away from 
Denver. The loss of jobs and cuts to services led to unrest and 
immiseration amongst the working class of Denver, which was further 
enflamed by food shortages in the later stages of the War 


Denver was first the site of numerous protests and then violent riots, 
leading the Government to authorize a heavy militarization of its 
police force. The DPD was outfitted with state-of-the-art K9 Cyberdogs 
and three CERBERUS robots, war machines shaped into the fashion of 
car-sized dogs that would act as command-and-control units for the 
squads of Cyberdogs so they could operate independently of human 
oversight. Anti-Riot "Insta-Pens" were utilized as pop up cages and 
traps for dissidents. During the worst of it, the streets of Denver 
looked like a war zone. 


It was during one of these battles between the citizenry and the 
police that the Great War occurred. Riot Sticks and Molotov cocktails 
alike were dropped to the floor as the sky streaked with missiles and 
the streets echoed with air raid sirens. 
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Post-War History: 


Compared to many cities, Denver survived the bombs fairly well. Though 
many areas are stretches of charred concrete foundations and lightly 
irradiated blast craters, many sections and skyscrapers remain 


Denver has developed something of a mutant ecosystem. The city-scape 
is completely overrun by Radroaches, Molerats, Giant Rats, and, most 
prominently of all, wild dogs. The Denver Hounds roam the streets in 
great packs, and at times several packs can gather and fill up entire 
blocks. 


Though not at all formidable enemies individually, in packs they are 
highly dangerous (manifested in gameplay by a stacking bonus damage 
per attack per dog in a surrounding hex). Usage of anti-riot Insta- 
Pens can be used to block off packs or re-direct them. Otherwise, 
stealth can also be used to avoid them. 


Denver has an extensive sewer system that webs the city, but it is 
considered a no-go by nearly everyone. Dank and completely subsumed by 
darkness, full of rats (including mutant "Rat Kings") and, more 
frighteningly, the shambling undead Feral Ghouls that were originally 
Denver residents who hopelessly tried to find shelter beneath the 
ground, still carrying radiation to the touch. Though typically pitch 
black, the tunnels are occasionally illuminated by feral Glowing Ones. 
The Ghouls subsist by drinking the dank pools of irradiated sewer 
water and ripping apart the swarms of rats. 
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A portion of the city is under the control of the Hangdog Tribe and 
their three "packs" (sub-tribes), the Racers, the Stormchasers and 
Dogtown (the original and oldest). There was once a fourth pack, the 
Coyotes, but during one of several pack wars they were pushed into the 
Western mountains. 


ROAD TO DENVER - COLOR KEY 


The city has been recently rocked by a significant earthquake, causing 
several skyscrapers to collapse completely. These portions of the city 
have become whipped up with concrete dust and ash, the wind blowing 
clouds of the stuff to surrounding blocks. Breathing this in incurs 
damage without dust or gas masks and causes issues of visibility in 
combat. 


When the players wander the city streets, at a random point Uncle Sam 
will link their Prison-Boys to the DPD computers and announce over the 
city's sirens that known terrorists are at large, but not to worry, 
the Denver Police K9 unit is on the case. This triggers the sole 
surviving CERBERUS and packs of Cyberdogs in stasis to reactivate. 
CERBERUS will slowly stalk the players surrounded by a pack of deadly 
Cyberdogs under its control. Its announcement will be a modem-style 
digital screeching that plays through the air raid sirens, giving 
players warning whenever it's within several blocks of them. 


This can be stopped by reaching the DPD and overriding or destroying 
the main console, or destroying CERBERUS itself. Once the link is 
broken, the Cyberdogs resume autonomy and effectively act like normal 
dogs, if not much more friendly to humans compared to their feral 
biological counterparts. 
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At the DPD the players can find a disused Mr. Handy nicknamed Officer 
Job. If restored to working condition Job can override CERBERUS and 
lead the players to the police chief's private bomb shelter, stuffed 
with rations and some basic police gear. Riot Sticks, a suit of 
Security Armor, and 10mm pistols with plenty boxes of ammo. He's also 
extremely useful at detecting and disarming traps, but basically 
useless for much else and auto-disables when he leaves the range of 
Denver. 


The Boulder Dome Salvagers 


If approaching the outskirts of Denver 
northward after leaving from Van Buren, the 
party will be beset by a band of the 
cannibalistic Coyotes. Wild tribals wearing 
Coyote fur and accompanied by vicious coyote 
companions. 


If the players survive this encounter, they 
will follow the highway into the city and 
encounter a stalled and broken-down truck - 
surrounded by a large pack of wild dogs (Not 
coyotes - mutt hounds). They seem to be waiting for a very scared 
looking man, Buck, who sits in the cab of the truck with a small 
revolver, nibbling nervously on rations. Buck, upon assistance, will 
reveal himself as a member of a salvaging team from a place called 
Boulder Dome - and will request the party escort him to their camp in 
the city. 


E 


To keep the gizmo-society of Boulder functioning, the Dome Authority 
has made several excursions to Denver to scavenge for parts. The 
troublesome citizens of Boulder (i.e those who are 
criminals but not enough to warrant exile or death) 
are recruited as public service workers to salvage 
to the city, overseen by a squad of Dome Authority 
donning Environmental Armor and wielding Laser 
Carbines. The workers are unarmed, and unarmored, 
Simply wearing boiler suits. They have picked Lowry Hospital clean 
(barring a sealed vault-like sublevel, which if the players can crack 
holds ample medical supplies and cybernetic implants) and are actively 
scavenging the city for terminal parts, holotapes, and reel columns 
for the Dome. 


They used to hold their camp in an old motel, but the collapse of the 
skyscrapers created chaos. The group fled, and numerous Dome Authority 
died as they attracted a particularly large pack of dogs. It also 
meant they left their supplies and rations behind to be eaten by the 
dogs. 
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Now they are camped up in an old raised metro station used for 
Denver's Old World retrofuture metro. They have the lower stairs of 
the station fortified and gated and keep fire barrels going at all 
times to ward off the dogs - who seem to hate fire in particular. 


Now there's less than a handful of Dome Authority soldiers left under 
their CO, Gage. Only four, compared to the fifteen Salvagers. Low on 
Microfusion Cells (though nobody but then are aware of this), they are 
worried not just about the Dogs - but the Salvagers too. 


Quests for the Boulder Salvagers: 


22 


Stuck on the John: The men of the camp have been experiencing 
increasing sickness since they started eating the Giant Rats. 
They put this down to bad bellied food poisoning, but a Doctor PC 
can very quickly identify this as early-stage Rad poisoning. 
Alleviated by bringing Rad-Away from the Lowry Sub-Level or 
treating them personally with a Doctor's Bag and Doctor's Skill 


Cavalry Call: The Dome Authority would like the players to rally 
for reinforcement from Boulder Dome, or alternatively give them 
any Microfusion Cells they may have 


Midwestern Hospitality: The Salvagers are rubbing up against a 

rival group up north called the Truecoaters, and have been shot 
at a few times. Making them gone would help the Boulder Dome a 

bunch 


Workers of Denver: Porter, leader of the salvagers, would like to 
kill the remaining Dome Authority and make them an "independent" 
group that gets paid handsomely in Ration Cards in exchange for 
their work. The players, being armed, can help them with this or 
report it to Gage. 


The Truecoaters 


Distant travelers from Minnesota (with exaggerated Fargo accents to 
boot) they've crossed the dustbowl cyclones of the East to enjoy new 
lives and explore the West. They're camped up at Vault 69 welcoming 
arrivals center in Denver. The Vault itself is abandoned and mostly 
collapsed beyond the first two levels. They are well stocked and well- 
armed, each carrying a firearm with plenty of ammunition. They're 
surrounded by Pack Brahmin and 
have plenty to trade 


They're led by a large 
Scandinavian looking man named 
Lorne Lundergaard and his 
assistant Lester who has an 
annoying tendency to echo and 
affirm what his boss just said 
("Jack was always kinda funny 
in the head ya know" "ya real 
funny in the head type guy") 


One of their crew, in fact 
their most technically 
talented, Jack, has gone bonkers. He's sealed himself up in the anti- 
riot center in central Denver and laid a spiderweb network of 
tripwires connected to explosives in each direction, sitting with a 
sniper rifle on one of the higher floors shooting at on comers. They 
say they used to give the little fella a good jibe now and then as you 
do, but jeez they weren't expecting that! 


Quests for the Truecoaters: 


Honest Work: Straight salvaging work using the Prospecting rules. 
What’s found is yours, great for component seekers. 


Hangdog Secret: They've noticed the Hangdogs aren't attacked by the 
Denver dogs and want to know their secret and organize a truce to 
share the city. The Hangdogs will refuse unless the players have high 
rep, in which case they can organize a deal with careful usage of 
Barter and Persuasion. 


Keep Truckin’: With Barter or Persuasion they can be convinced to move 
on elsewhere out of Denver. 


Workers of Denver, Part 2: If the salvage workers have overthrown Dome 
Authority, with Barter they can negotiate joining into a single large 
crew. 
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Section 4: The Hangdogs 


Soundtrack Atmosphere: https://www-.youtube.com/watch?v=-fnlz-XTQVa&t 


The Hangdogs are a tribe with a mixed reputation. Native to the Denver 
region, they are known as a violent, aggressive, and animalistic 
people that aren't fond of outsiders whom they consider weak, but 
equally they are a fair and honest tribe that mostly keep to 
themselves. They're no raiders. In fact, they've wiped out most of the 
raider gangs that once inhabited their slice of Colorado, either 


beating them to death or letting them join them. 


They revere dogs as spiritual partners in life and in the afterlife. 
They believe that dog and man were meant to be together as companions, 
packs bound together. Every Hangdog has their own personal hound. When 
that hound dies, it's fur is respectfully removed and either hung up 
as decoration in their homes, in the village, or worn as part of their 
clothing. Their body is then eaten, absorbing their spirit. They 
believe that in the afterlife, the spirits of the dogs act as guardian 
angels, warding off the evil spirits left by the nuclear holocaust 
(they attribute said spirits to misfortune). Similarly, Hangdogs - man 
and dog alike - hold great fear and hatred of fire. A cultural memory 
of the firestorms that ravaged the front range of Colorado Post-War. 
They believe that if one dies by fire, they will burn eternally in the 
afterlife like those who died in the Great War. They try to tame as 
many wild dogs as possible, but those unwilling are respected as 
"Ferals," untameable free spirits worthy as enemies in combat. 


Typically, their next hound will be a child of the former, forming 
family legacies of companionship. 


The Hangdogs themselves imitate the behavior of dogs in barbaric 


+ 


fashion. They speak in aggressive, gruff, and sharply fast tones, they 
bare their teeth or growl in warning or intimidation, and they hold a 


E 


fierce respect and loyalty for their "pack leaders”. 
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On the more human side, they enjoy fighting, drinking, and everything 
you would expect of your typical DnD barbarian stereotype. They value 
martial strength above all. 


Hangdogs have black tribal face paint patterns and tend to dress in 
heavy set leather armor with metal studs although there are also a 
fair number that wear Old World DPD Riot Armor. Though they utilize 
all kinds of arms, their signature weapons are spiked knuckles. They 
keep the wild packs of dogs in Denver at bay by keeping "Scenters" on 


their waists - effectively jars of boiled dog piss mixed with tribal 
herbs. 
There are thr "packs" of the Hangdogs. Dogtown, the Racers and the 


Stormchasers. Decades ago there was a fourth, the Coyotes, but 
disagreements over the inclusion of Coyotes as spiritual partners and 
human cannibalism led to them being pushed into the West. 


Dogtown: 
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The original home of the Hangdogs, located in Denver Zoo. Now it is a 


huge fort surrounded by reinforced junk walls. The camp is full of 
houses shaped from former tourist conveniences and animal pens, with 
one pit-like pen converted into a battle arena where the Hangdogs 
gather bi-weekly for drunken brawls, the tribe watching from the edges 
as heckling spectators. Players can fight here to earn respect and 


rewards. Other enclosures have become space for crops or Pigrat farms. 
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Those from Dogtown mostly use firearms looted from the DPD. They 
considered CERBERUS and the Cyberdogs housed there to be holy relics 
of the Old World in stasis. Legend has it that when they wake it will 
signal a great fortune for the Hangdogs 


The most populated by far, and the pack leader considered the "Alpha" 
of the Hangdogs all together. The term lost usage during the pack wars 
several years ago, but the most recent pack leader of Dogtown, 
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Dogbody, united the tribes to end the wars and bring peace. 
Unfortunately, he has recently died as a result of the collapsing 


buildings in Denver, 


and his heir Teethbearer disappeared. The packs 


are on the verge of splitting apart again with the resultant power 


vacuum. 


Upon entering Dogtown the party will be given an offish welcome, those 
in the party who look weak will be teased and toyed with, referred to 
as "Runts". Party members who are strong will be called "Ferals" as a 


mark of respect. 


The Stormchasers: 


The Stormchaser pack 


lives on the most Eastern front of Denver and, 


are the only ones mad enough to not only traverse the barren dustbowls 


east of Denver but al 
ravage them - probab]l 


lso watch the vast cyclones and twisters that 
ly because they get blind drunk whilst doing it. 


Their camp is a set of nomadic tents, centered around a venerated kit 


they use to brew the 


most petrol tasting hooch you'll ever find in the 


Wasteland. Their preferred weapons are that of melee - such as spears. 
They wear ponchos and dust masks. Their dogs have thicker, larger 
coats. They are led by their Pack Leader Windrunner and his dog Osc. 
Windrunner wears a non-functional Midwestern Brotherhood Power Armor 
helmet decorated with Hangdog patterns. 


The Stormchasers look down on the other packs for being lightweights 
and believe that Hangdogs should run free amongst the dusty plains, 
not amongst the broken ruins of the Old World. 
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The Racers: 


Based out of an old horse racing outfit, the Racers instead use it to 
race dogs, which they have bred to be speedy and slim. They enjoy 
gambling and betting on the dogs, but this also extends into other 
gambling games in their camp. They tend to wear baseball caps with 
poker cards tucked into their sides. Their preferred weapons are 
thrown blades. They are led by Thar, who comes from a family line of 
Racer pack leaders. They hold a grudge against Dogtown leading back 
all the way to the formation of the packs: a competition of leadership 
decided through racing dogs, of which Thar’s ancestor lost. 


Teethbearer 


Teethbearer is a hulking specimen of a man, muscular and of a height 
around 6'4, he specializes in Unarmed combat and not much else. He 

"disappeared" because he is a Prisoner 13. He will be among the first 
to ping for the players on their Prison-Boys. By the time they reach 
Dogtown, they'll find him beating his competitor for Alpha to a 

bloodied pulp in the arena in order to win back his dog, Dusa. In 
speaking with the players, he is surprisingly cordial, he has spoken 
with Red Menace and understands their situation. They're the 13 Pack. 


He will bluntly offer two choices: fight him in the arena to the death 
to take his Prison Boy or help him unite the packs and assert himself 


He's not his father, a man of many talents, and he recognizes the 
value in getting a pack of "Ferals" to help him win over the other 
packs. This can be done as such: 


e Dogtown: Bring back the head of CERBERUS, the ultimate feral, and 
some Cyberdogs. The Cyberdogs can be brought to the camp through 
CERBERUS mind control or through Survival players courting them. 


e Stormchasers: Win a drinking contest and then staff fight with 
their Pack Leader, if players are confident in their Endurance 
beyond the rolls they've already made - they can subvert the 
fight and continue the drinking contest until blackout. Another 
solution is organizing a trade deal between them and the 
Truecoaters who have a Brewery Bot in their possession and can 
also exchange stories about walking the stormlands and what's on 
the other side. 


e The Racers: Win a dog race with Dusa. This is basically 
impossible against the pack leaders’ dog, Greypelt, unless they 
cheat and feed Dusa some stimulant Chems. Or if they have a 
Cyberdog, they will win with ease. Alternatively, they can 
participate in games of skill to win. A knife throwing 
competition or five finger fillets. 


With all this completed, Teethbearer will thank the players and vow 
his loyalty. He will pitch one more optional quest. He believes he can 
recruit a war pack from the best of each tribe, to help the party when 
they need it, but they'll need weapons, and he knows just the place to 
get them; from the Box, underneath Bombay Jack's nightmare. 


Bombay Jack: 


Bombay Jack is found in a sniper’s nest atop a 
building surrounded by concrete expanse and roads, 
each one spider webbed with trip wires and pressure 
plates linked to explosives. On top of that, Jack 
will shoot at the players with his Sniper Rifle, 
forcing them into a constant cover. There's a way 
around this - taking the sewers. But it has been 
previously elucidated why this is a dangerous idea. 
Reaching Jack, he will don a bomb vest and threaten 
for the players to back off - if they get too close 
or kill him, he'll explode. 


The Box itself is stuffed with weapons and armor - riot gear, tear 
gas, hunting shotguns and boxes upon boxes of ammunition, laser 
weapons and Microfusion Cells. All for the taking, but Teethbearer 
will be with you if this is part of his questline. 
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Section 5: Boulder Dome 
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Soundtrack Atmosphere: https://www-.youtube.com/watch?v=TGMqV20a8Ra 
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Pre-War History: Prior to the Great War, the Boulder Dome was a scientific 
facility constructed where in our own world the NCAR facility lies. It 
was established in response to clean-up efforts of major chemical 
leakage from an incident at the Rocky Mountain Arsenal. In reality, 
this was a cover-up: The Boulder Dome's primary objective was to 
develop a bioweapon for usage against the enemies of the United 


States. 


Under the direction of scientific prodigy Victor Presper, Limit-115 
was formulated. Limit-115 was intended to act as a highly contagious 
virus, largely asymptomatic and intend to be indistinguishable from 
that of the common cold. The after effect however, would be permanent 
and irreversible sterility. Further development resulted in Limit-115 
remaining dormant in the body, passable past the original transmission 
through bodily fluids. 
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However, there were imperfections. A small amount of those infected 
would develop what would later be called 'the Blue Flu' by the public 
after becoming symptomatic. Those with Blue Flu would develop symptoms 
eerily similar to the Black Plague of antiquity, blueish boils and 
severe sickness that would result in death within a week. This was 
deemed suboptimal as it would remove the hidden nature of the virus 


and bring it under scrutiny. 


The situation would drastically change, however, with Chinese 

infiltration. A failed attempt was by Chinese agents made to sabotage 
the project and steal the virus. They made it as far as Denver befor 
authorities caught up with them, resulting in a shootout that leaked 
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the virus in the heart of city, beginning the New Plague pandemic. It 
was unknown, however, if any of the surviving Chinese infiltrators had 
escaped with research data or even samples. 


A complete reversal occurred, and all evidence of Limit-115 being 
developed at the Boulder Dome was scrubbed barring the 
deepest archives of its state-of-the-art ZAX 
supercomputer, accessible only by original staff. The 
Boulder Dome was now focused on treatment, disease 
control, and cure research. With the disappearance of 
Victor Presper, cure research was prolonged and 
ultimately went nowhere, later being passed on to 
private contractors, namely West-Tek. When the primary 
wave of the New Plague passed, Boulder Dome began to 
expand into other areas of research. Medically it was 
developing potentially successful treatments for 
cancer. The bio-gel suspension pods used to prolong/preserve Blue Flu 
patients was expanded into cryonics research, which also brought 
success. However, post-cryonic syndrome still posed issues largely 
unresolved. 


Eventually, the Boulder Dome was commissioned to develop an advanced 
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technological method for the CODE program by the Department of Civil 
Defense for the Van Buren Prison Complex. Big Mountain was originally 
considered for the project on account of their neuroscienc xpertise, 


but they were overloaded with projects for the war effort considered 
far more pressing, and ultimately passed on. 


The CODE Mark I was a handheld device developed by Boulder Dome 
utilizing existing technology from Robobrain research. Loaded using 
"punch cards" with advanced encryption, within a range of 20 feet 
usage of the device would produce a flash much like that of a camera's 
flashbulb, and would render the target completely suggestible to any 
orders given barring anything that would violate instincts of self- 
preservation (such as suicide). However, the punch-card system meant 
that the effects of this were limited to less than a minute. Once the 
punch-card was consumed, said card was useless and the Mark I would 
require "reloading". 


The CODE Mark was a larger device, resembling a film camera in much 
the way the Mark I resembled a photographic camera. It utilized a 
"reel" system akin to film reel rather than punch cards, allowing for 
greatly extended usage as long as the device was continually directed 
at the target and there was reel left loaded (when the reel was 
finished, it too would become useless), producing an almost film 
projector like effect. 
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This was used in conjunction with RobCo Eyebots, mounted with the Mark 
they would be able to effectively maneuver and utilize the 
projection. A shipment of CODE equipped Eyebots was sent to Van Buren 

ffective immediately, with more refinement and units to come. In the 

future, complete and permanent reprogramming and suggestion was to be 
developed. Then, the Great War occurred. 


Many of the staff fled, but a group of remaining scientists decided to 
entomb themselves within the cryonic chambers, trusting that ZAX would 
develop a method of resolving post-cryonic syndrome in the meantime. 
There were not enough pods for the number of scientists, so they drew 
straws. 
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Post-War History: 


After 25 years, ZAX decided the environment outside was safe, and 
moreover it's development of an effective protocol to avoid Post- 
Cryonic Syndrome meant it was safe to awaken the scientists. 


The Scientists (referred to later generations as "The Sleepers") awoke 
to the Wasteland, and lived in isolation within the Dome for many 
years. That was until a group of wanderers suffering from radiation 
sickness and other ailments stumbled into the suburbs below the Dome. 
Taking pity on them, the Sleepers invited them inside and, using their 
own knowledge combined with the automated medical technology of ZAX, 
healed them completely. 


Soon, it was something of a Wasteland legend and Boulder Dome became 
known as a haven of medicine where one could be cured of all, if you 
could find it. Most dismissed it as a rumor or a story but those 
desperate or gullible enough sought it out. A community formed in the 
suburbs and order was established, an armed guard known as the 'Dome 
Authority' equipped with old Environmental Armor from the clean-up era 
and leftover Laser Carbines used by the soldiers once stationed at the 
Dome. Outsiders would have to cash or kind for treatment, and locals 
would be prioritized. 


The Sleepers further used their knowledge to build "Nutrient Farms" 
that utilized battery acid and chemical leftovers to culture mutant 
grubs (think of the protein farms in the introduction of Blade Runner 
2049) as well as slowly over decades linking the town of Boulder with 
facilities such as electricity and plumbing. The limitations of the 
Nutrient Farms meant that Boulder had a steady but stagnant 
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population. The Nutrient Farms act as backing to Boulder’s currency 
“Ration Cards”. 


When the last of the Sleepers began to die, they sealed the 2nd Floor 
of Advanced Research and Development, where CODE was developed, to 
make sure future generations never learnt of their sins or abused 
their technology. It was entrusted to ZAX to be reopened only if they 
were ready. 


The second generation, named the Dreamers, had learnt much from their 
parents, but mostly relied on ZAX's automated process. In their 

elderly years, they even began to construct educational programs with 
the help of ZAX, projected onto an old drive-in movie theatre teaching 
literacy and arithmetic. 


By the third and current generation, the Dreamers of the Dome were 
entirely reliant on ZAX, acting basically out of ritual and habit. 
This began to cause problem as ZAX began to show its age. 
Miscalculation, mistakes, total blackouts for days, then weeks, then 
months at a time that killed the infrastructure of Boulder. Teams were 
sent into Denver to salvage computer components and memory tapes to 
feed ZAX, but this was a finite solution. 
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The Present Day and the New Plague: 


Boulder is the only non-tribal community left in Colorado, 
but its problems could bring it all crumbling down. The first and 
oldest problem is continued harassment and raiding by the Coyotes, a 
large cannibalistic tribe in the western mountains. A distant off- 
shoot of the Hangdogs, Dome Authority is having increasing trouble 
keeping them at bay. Especially considering they're running out of 
Microfusion Cells for their Laser Carbines. Most Dome Authority now 
carry spears in addition to their energy weapons, but in close 
quarters they're no match to the tribal warriors. 


The second is that ZAX is effectively gone. Using the last of its 
memory tapes, for the past few months it has been entirely focused on 
advanced calculations that the Dreamers did not understand. The end 
result of these calculations is ready for decryption, but none of the 
Dreamers know enough about computer science to decrypt it. 


The third and by far biggest problem is that the New Plague has 
returned. Through a critical cataloguing miscalculation by ZAX anda 
failure by the Dreamers to double check the procedure, a rudimentary 
treatment for pulmonary issues led to the injection of a sample of 
Limit-115 into a patient. Said patient returned to the East Side of 
Boulder, and before anyone knew it the Blue Flu began to arise. The 
entire East Side was blocked off with junk fortification (later 
reinforced with salvaged anti-riot tech from Denver) and transformed 
into a quarantine zone. Nobody in or out. Dome Authority drops parcels 
of supplies over the wall, and when someone with Blue Flu symptoms 
arise, they are taken to the Dome for treatment. 


Problem is, without ZAX they don't know what to do, and many have 
died. Those outside the Dome are lied to, that their friends, family 
and children are receiving treatment. The Dreamers had at least the 
sense to put the children inside cryogenic storage, awaiting a 
solution. Of course, without ZAX they cannot be safely woken up. 
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Fortune has it that an outsider arrived: Xian, a Shi educated Doctor 
turned Follower of the Apocalypse chasing the rumors of the Boulder 
Dome. Immediately welcomed inside the Dome because of her medical 
knowledge, she is working with Goddard, head of the Dreamers, almost 
singlehandedly to keep people alive. She has developed a "Nutrient 
Paste" from the outer farms that seems to delay the symptoms of Blue 
Flu, keeping an entire ward of patients barely alive. But she has no 
grasp on a cure. For a time, she disappeared and left the Dreamers 
alone, but eventually returned, wearing a strange Pip-Boy and 
jumpsuit. She is a Prisoner 13. 


Tensions are boiling in Boulder, those 
in the QZ want out and regularly riot, 
those in the West Side are dumb struck 
terrified of the Plague and the 
Coyotes, and everyone is wondering 
when the patients will come back from 
the Dome. The Captain of the Dome 
Authority thinks the entire QZ should 
be roasted alive with flamers to 
cleanse the plague and be done with 
coe 


Places and People of Interest: 


Easy Blue Diner: A near pristine Old- 
World diner in true 50's retrofuture 
fashion. The center of the diner has a 
circular counter - a large, frosty 
industrial machine hangs from the roof 
and pipes down like a column in the 
center with many pipes and taps 
running off of it. It's staffed by 
Jerry, a middle-aged man with a large 
moustache, a beer belly and a cheery 
demeanor - always smiling. On 
approaching the diner, you'll notice 
locals outside staggering about the 
street or sitting on the curb looking a little spaced. Going inside, 
you'll find out why. 


In the booths of the diner, a few customers are munching away at Grub 
related foods cooked up by Jerry - grub patties blended with some 
Wasteland herbs, grub sausages or straight up bowls of the wriggling 
things. Many others, however, are staring into space blankly, with 
half drank luminescent blue milkshakes in front of them. 
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Jerry will explain that back in the day his grandpappy opened this 
place with the help of the Sleepers, back when they had access to 
Brahmin milk, they combined it with cryonic tech gizmos (the frosty 
column) to make honest to God milkshakes. When access to Brahmin died 
off, his father worked with the second-generation Dreamers to form a 
chemical cocktail substitute - ice cold blue milk that left folks 
feeling cheery (i.e - high). Determined to outdo his father he decided 
to up the ante - without the help of the Sleepers, personally tuning 
up the cryonic tech - although he didn't really understand how it 
worked - producing an even stronger ice-cold slushy milkshake. 


When drank beyond a single glass it gives you serious brain freeze - 

literally. Partakers enter a state of paralysis and experience a 

psychedelic high and state of pure bliss, eventually you come to but 
much like booze. But people can't get 


I 


it takes a bit of wearing off 
enough of the stuff. 


Lab Science or Doctor minded PCs can examine this and deduce that 
these Easy Blue Milkshakes ar xtremely dangerous. Addictive and 
damaging to the brain. Inducing long term issues such as epilepsy, 
dementia, brain f 


fog and even brain cancer. Jerry won't take kindly to 
this and that smile of his will drop - you'll no longer be allowed in 
the diner. You might have better luck reporting this to the Dome 
Authority, but you better pick the right officer and have the silver 
tongue to convince them. 


The Post Point: Boulder is linked by a i 

network of pneumatic postal tubes intended 

to deliver personal messages and manage i 
announcements or the news. The postal point 

is the Nexus of this machinery staffed by j | 


one very anxious and nervous Buddy Holly 
looking fellow named Chip. The pipes are a 
bit tightly pressured and sometimes post 
tubes come shooting out like a bullet, 
leading to broken windows and even a death 
(straight to the noggin). Chip has a padded 
net set up so it doesn't break his shoulder 
again. 


Chip is kept pretty busy because often 

times the messages go to the wrong people 
and need return to sender and reposting - 
and it's happening a lot more these days. 


Upon entering postal point, Chip is anxiously trying to deal with a 
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hysterical crying older man - Marty - whose wife is in the Quarantine 
Zone. Dome Authority severed the post pipes to the QZ and he hasn't 
spoken to her in months - he's just begging Chip to fix this and let 
him send a message or at least find out if she's alright. For obvious 
reasons, this could be disastrous. 


Boulder Theatre: 


Located in the East Side of Boulder, 
in the Old World this was a simple 
Drive-In Theatre. The second- 
generation Dreamers restored it to 
partial working condition, airing 
weekly holotapes of a Pre-War science 
fiction film and many others. 
Similarly, weekly arithmetic and 
literacy lessons were incorporated 
with the children. By 2253 most of the 
tapes have ceased function, including 
the education tapes, and now there’s 
only a weekly airing of a Pre-War “Who 
Dunnit” murder mystery show. There are 
some gaps in the tapes and missing 
episodes, so Boulder denizens have 
taken upon themselves to become actors 
and act out in front of the screen 
what they believe fills the gap. 


The overly convoluted, hack written 
storyline of the serial full of 
cliffhangers and constant twists has 
left a certain number of Boulder residents as rabid fans, divided 
amongst debate over the mysteries of the show. They don’t really 
understand that this is fiction and not some form of document of old 
reality. This has, at times, even resulted in violence. 


The Auto Shop: an advanced garage where players could hypothetically 
tune up, repair and modify their vehicle. It's used to help maintain 
the Boulder Dome truck currently deployed in Denver. But right as the 
players turn up, things aren't going so well. One of the suspension 


machineries has collapsed and has one of the mechanics - Kato - pinned 
to the ground, his friend Georgy unable to help. Usually, a Mr. Handy 
named Dusty runs the place, but he simply said "I'd like to rest now 


sir" and shut down a week ago, now sitting in the corner like a piece 
of junk. 


Repair minded players can act quickly and come to the rescue, 
operating the machinery or Computer Science players rebooting dusty. 


37 


Alternatively, players with 10 Strength assisted by the rest of the 
party can manually lift the thing and save his life - albeit at the 
cost of his legs being crippled. 


Boulder Hardware: 


Ran by Jenna, a young woman typically 
covered in splats of dried mechanical 
oil. Boulder Hardware is stocked fully 
with repair equipment, junk and 
anything a salvager might want. Jenna 
is scatter-brained and finds it hard 
to keep track of the sheer piles of 
junk. She’s assisted by a Mr. Handy 
sorting robot who doesn’t listen to 
many commands, and more often than not 
will throw (at great speed) stock 

: around the store or even at Jenna. The 
Lorn i — Sr = store is a great source of components 
and tools for players to utilize, and can be used as a mechanical 


workshop if the players ask Jenna nicely or they have good reputation 
with the Boulder Dome. 


The Nutrient Farms: 


The bottom of Boulder Dome’s Hill is 
surrounded with small corrugated metal 
“barns” with various pipes and tubes 
connected to outside tanks pumping 
chemical solutions inside to filter 
bags, which flood inner chambers to 
knee-level height with an acidic yellow 
fluid. In here, fat mutant grubs are 
cultivated en-masse to feed the 
population of Boulder Dome. Largely 
overseen by the Grub Farmer McGrew and 
his four beautiful daughters, they’re also assisted by Pierre 
LaPoubelle, a man wearing thick rubber wading boots over his unusual 
red robes. Pierre is kept under a harsh schedule by McGrew, and 
frequently reminded to keep wandering eyes off of McGrew’s daughters. 
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Important Characters of Boulder: 


Xian: Born and raised amongst the Shi in San Francisco, she was 
educated as a Doctor but felt her skills were wasted on treating the 
healthy, wealthy isolationist Shi. So, she joined the Followers. 


Eventually heading east into uncharted territory - a disagreement 
between her and her fellow Followers led to all three of them 


splitting up - Xian chasing up rumors of the Boulder Dome. The rest 
explained prior, she is keeping the Blue Flu patients alive but 


effectively comatose and in a state of purgatory. When the stress gets 
too much and her duties are momentarily relaxed, she takes short hikes 
into the hills to enjoy the serenity - where she was picked up by a 
Van Buren Eyebot. She returned from the Prison as soon as Red Menace 
initiated escape to resume her duties. She is the Hippocratic oath 


raj 


personified, and puts the lives of others well above her own. 
Privately, she dreams of wandering nature without the respons 
that being a healer brings. 


Captain Domino: Head of the Dome Authority, he's a man that 1 


ibility 


ikes to 


bark and delegate orders, but does little of the footwork himself. He 
holds little sympathy for those in the Quarantine Zone - as far as 


he's concerned, they're as much of a threat as the cannibals. 
instigated an incident in which he ordered his men to open fi 
rioting QZers, and has been hiding in his office ever since. 


He 
re on 


Officer Demucci: Level headed field commander of the Dome Authority, 


he's been most recently ordered by Domino to make an attack o 


n a known 


cannibal camp. It's effectively a suicide mission and he knows it. 


Amongst a few others he's considering going AWOL and fleeing 


Boulder 


for good to save his own skin, yet he also feels he can't leave his 
home and his people behind. He has a rather gruesome idea to avoid the 
suicidal attack - steal one of the bodies of the dead from Blue Flu 
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and leave it as an "offering" to the cannibals. Let that sort them 
out. A reckless idea but better than him and the rest of his squad 
getting impaled. 


Pierre LaPoubelle: Former Scribe of the Brotherhood of Steel. He, 
along with apparently a group of others, defected from their bunker in 
New Mexico. However, he didn’t stick with the band of exiles and 
headed north to Boulder Dome. He now works the Nutrient Farms and has 
been trying is best to optimize them. If recognized by his Scribe 
Outfit, he will describe his situation and can reveal the location of 
the Brotherhood’s “Lone Mesa” bunker. However, he will warn that New 
Mexico is nothing but serious trouble (It’s high level, guys.) He 
describes the Brotherhood as a noble order of militarized monks that 
have since fallen into being “magpie scavengers” and warn them not to 
carry too much advanced technology on their person when meeting them. 


Goddard: Current head of the Dreamers and stubborn as a Brahmin. 
Confident in the superiority of his knowledge simply from being a 
Dreamer, he regularly bickers with Xian but buckles when she presses 
him for other solutions. If the Plague is cured, he will claim all the 
credit. 


Boston: A Dreamer with a major inferiority complex. The only Dreamer 
to not successfully have found a partner, he blames it on his 
"inferior" physical form and so imbued himself with numerous 
cybernetic implants however the malfunctioning ZAX did a poor job of 
this and he is now in near constant pain. Oversensory input, severe 
tinnitus, infrequent bleeding from the eyes and sore muscles that 
occasionally causes him to lose feeling in limbs all together. He is 
the only competent computer scientist but he has secluded himself in 
his room, trapped in his own head and the suffering of his body. He 
has refused help from Xian in using the auto-doc to correct his 
implants for fear of making his issues worse - he does not trust a 
woman to do the job properly. A male Doctor PC is the only way he can 
be helped. 
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Quests for Boulder Dome: 


The ZAX Solution: The New Plague poses not just a serious threat to 
Boulder, but to the Wasteland at large. If that’s not enough, Xian 
refuses to co-operate with the players until a cure is found. 
Thankfully, it seems ZAX in its dying moments may have had a solution. 
If a player with rudimentary Computer Science skill decrypts ZAX's 


E 


F= 


inal calculation, it will reveal two noted sets of coordinates. The 
irst is for the trajectory of a crashed BOMB station that has landed 
in the Grand Canyon, with calculations stating probability of its ZAX 
components surviving to be more than likely, of which there would be a 
Memory Can - allowing for long term memory storage. The second is 
another location of a ZAX Unit that is likely active and may be able 
to help: Vault 29 


P= 


If the New Plague is not cured but ZAX has a newly functioning memory 
can, ZAX will reveal that the entire QZ population is infected and not 
just those with Blue Flu. This will initiate a 10-day long countdown 
before ZAX authorizes a flamer purge of the entire QZ to end the 
threat. 


Murder at Large!: There’s been murder afoot in the East Side of 
Boulder, and Captain Domino believes it’s connected to the Murder 
Mystery show fans at the theatre. Untangle the web of fan drama, the 
blending of reality and fiction, to discover the killer. 


Cannibals Ate My Citizens: Assist DeMucci in repelling the Coyotes, 
through whatever means available. 


Domino’s Gamble: Captain Domino wishes to exterminate the QZers, and 
wants the players to unlock the gate in secret to let them out - a 
major violation and threat - to justify an extreme respons 
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Section 6: Cheyenne Mountain Crater 


Soundtrack Atmosphere: https: //www.youtube.com/watch?v=TGMagV20a8Rg&t=3s 


South of Denver, the Wasteland leading into New Mexico along 1-25 is a 
barren stretch of charred, dead earth. The worst of it all however, is 
Cheyenne Mountain. A blackened pit, a mountain cracked into pieces by 
the raw power of unrelenting atomic bombardment. What’s strange is 
unlike many craters left behind by the devastation of the war, in 2253 
Cheyenne Mountain still glows heavily with radiation. It might as well 
be a wall to anyone attempting to travel south of Denver. 


There’s a fair few legends and rumours about Cheyenne Mountain. Nobody 
is sure what it was before the bombs, only that it must have been 
important. After the bombs, there’s ghost stories and half-preserved 
verbal legacies of witnesses of the Great War. The Hangdogs will tell 
you it was always a cursed place, but that it was burnt by flame again 
many, many years ago. When the Hangdogs were a single pack, Dogtown, 
in the ruins of Denver Zoo. Some of the oldest of the Hangdogs will 
regale stories of metal spirits fighting eachother, culminating ina 
blinding flash of fire on the horizon. A ritual of the spirits, they 
conclude. Two armies of ghosts fighting eachother, repeating the 
moment of the apocalypse. All they can hope is that it won’t happen 
again. 


The only ones who dare traverse the Cheyenne Mountain Wastes are the 
Scaven Pickers. Half mad nomadic scavenger-tribals that speak slurred 
pidgin English. They dose themselves heavily with anti-rad chems, 
whether that be Rad-X, Rad-Away, or special kinds of mutant mushrooms. 
They hold a large camp in the ruins of Colorado Springs, but they also 
keep a patrol that watches the perimeter of Cheyenne Mountain as close 
as they can before the “klikking” (radiation) can begin. 


The Scaven Pickers are extremely wary of outsiders approaching 
Cheyenne Mountain. If you can translate their language, they’1ll warn 
they believe any travelers could be part of a group that wiped out the 
last patrol stationed at Cheyenne Mountain and barged on in. If you 
can’t perform a translation, they'll simply open fire instead. 
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Approaching Cheyenne Mountain one can find the ripped apart remains of 
robots in great swathes in the surrounding plains, either ablated by 
the blastwave or later scavenged by the Pickers, there isn’t much left 
but blackened shells. The first few levels of the base are simply a 
blackened hole, requiring specialist equipment to descend. As you 
lower further into the Old-World crypt, a labyrinthine maze of 
ancient, charred security measures awaits to lead treasure-seekers to 
their doom. The sub-levels seem to continue downward endlessly, and 
for all anyone knows, they do. 
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Surrounding area radiation: High: (25 RAD initial dose, 17+1d12 RADs 
per five minutes post initial exposure) 


Crater radiation: Critical (50 RAD initial dose, 30+1d20 RADs per five 
minutes post initial exposure) 


Higher Sub-Levels radiation: High (25 RAD initial dose, 17+1d12 RADs 
per five minutes post initial exposure) 


Lower Sub-Levels radiation: Medium (10 RAD initial dose, 6+1D10 RADs 
per five minutes post initial exposure) 
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Section 7: The Twin Mothers 


Soundtrack Atmosphere: htips://www.youtube.com/watch?v=axDcW88oHZU&t= 


On the southern border of Colorado, among the many canyons and mesas - 
a tribe lays hidden. With the right guide or perhaps digital mapping 
(a PIP-Boy, perhaps) you might be able to find them. Living deep 
within the former Mesa Verde national park, within the canyon and 
dwelling in adobe structures both impossibly ancient and new, you will 
find the Twin Mothers. 


Upon approach to the canyons, the party will find a lone Robobrain 
sentry - deactivated. Not rusty or decayed, this is recent. The 
Robobrain is covered in tribal paintings and symbols that a Follower 
of the Apocalypse might recognize as neo-pagan in nature. To others, 
they're just particularly pretty and well-drawn. 


Adjacent to their pueblo and Adobe dwellings, the canyon floor is a 
veritable elysian field of crops. Wheat, maize and a few pens of 
Brahmin. Most players won't have seen a tribe with land this vast and 
rich, ever. A pleasant breeze runs through the canyon, keeping it 
relatively cool and allowing the crops to wisp in the wind. 


The canyon walls are decorated with many paintings in this neo-pagan 
style, with a reoccurring figure: a Goddess in a great flowing dress, 
with great flowing hair and blank eyes, holding crops of wheat in one 
hand and an outstretched hand in the other. She is surrounded by 
tribalistic drawings of the sun and the moon. Around the camp are 
numerous Robobrains covered in the same fashion of paintings - also 
all similarly clean and deactivated. Children of the tribe sit around 
them and touch them. 
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The Twin Mothers tribals wear lightweight flowing Greco-Roman tunics 
and robes with sandals of leather. They are intensely welcoming of 
outsiders and will welcome the party to a feast that evening to 


congratulate 


your arrival. To meet their two Chieftains, Alaya and 


Eldron, their Shaman Helia and the other outsider busy tilling the 


fields by day in the elysian fields - Ruth. In the meantime, they will 


offer to house the party and give them time to rest in one of their 
pueblo houses. 


If the party 
explained to 


take them up on the feast, the tribal mythology will be 
them. They emerged from the soil and the Earth, and 


guided by the Goddess Diana and her consort the Sun. Diana regularly 
appears to teach them, console them, and guide their life. The Sun 
Consorts (the Robobrains) protect them from outside threats. Only 
trustworthy outsiders are allowed in by Diana - and the party must be 


part of that 


Their tribal 


group. 


tribe’s laws 
distribution 


structure mirrors their Gods: Alaya would govern the 
and daily affairs, and her consort Eldron would run the 
of food, water, and shelter. Helia was an apostle of 


Diana and would learn herbal remedies from her to assist the tribe in 
a multitude of ways. 


Though the tribe speaks unusually good and grammatically proper 


T 


English, the 


influence of Diana had left them with a cultural quirk of 


involving lessons in constant day to day life business. They will try 
to make lessons out of many things and will begin sentences with 
things such as "A lesson:" or "A lesson learned:" " A lesson to be 
learnt from this:". Some advice trivial and obvious, some spiritual 


and religious in nature, but some nuggets of genuine wisdom in there 


COO; 
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Ruth, the outsider, will appear to be a very quiet and humbled 
character. Wearing clothes same as the rest, she is however covered in 
tattoos - the most notable being an Ouroboros on her forehead. She is 
a daughter of Hecate. She will remain quiet during the dinner and nod 
along, when the feast is over moving to her abode without speaking to 
the players unless they prompt conversation. 


The shrines to Diana are large boulders across the Twin Mothers 
painted in vibrant colors and decorated with the horns of deceased 
Brahmin. These are the places where Diana allegedly appears to them. 
Highly perceptive and computer science minded players can investigate 
further, revealing a holographic projector concealed cleverly within 
the boulders. 


Diana has been gone for some time, however. Silent. This is highly 
unusual, and the Sun Consorts have simply stopped moving. The tribe 
are trying to decipher the meaning of this lesson, and are hoping in 
doing so she will return. 


Important Twin Mothers NPCs: 

Eldron: An older, Marcus Aurelius looking man with bushy curled hair 
and beard, grey beginning to take the edges of both. He is the more 
practically minded of the two Chieftains, he being the one that 
oversees the actual physical labor. He believes Diana is attempting to 
teach them they must take up arms and become capable of self-defense, 
pacifists no longer. Citing the last herbal medicine that Diana taught 
Helia, Bitter Drink: "A lesson: a remedy that heals wounds. But why? 
Wounds from what?". He wishes to marry Alaya but she refuses. 
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Alaya: An older woman with her dark ] 


long hair flowing down her back 


and a sharp jawline. She is more pacifistic and trusting in Diana, 
believing this to simply be a test of faith and that they need only 


wait as they live in peace. 


She has refused multiple requests by 


tribesmen to enter the Forbidden Lands (a nearby canyon ruled by Diana 
as off limits, and from where the Sun Consorts originate). She refuses 
to marry Eldron as she believes Diana must approve the marriage. 


Helia: Personal protege of Diana. A young girl in her late teens with 


short cropped brown hair, 


she speaks 


with the Goddess directly and is 


from a long line of Shamans that have learnt the lessons of herbalism 
from Diana. She will offer to teach the party numerous recipes, at no 
cost. These are substitutes for several Chems that can be made from 


easily found herbal ingredients. Heal 
stimulants and even limb mending. All 
learning. She will only do this if the players have helped the tribe 


in some way. 


ling, poison curing, battle 
she asks of them is patience in 


Ruth: A Daughter of Hecate raised in Ouroboros. Covered in tattoos, 


her hair braided. Chasing distant, 


with the escort of two Sons of Hecat 
indoctrinate the tribe. However, she 
beliefs were broken. The two sons with her, however, did not waver and 
She has lived among the tribe for some time 
now, but lives in a constant fear that in nine or ten months’ time, 
come to collect their tithe of resources and 
firstborns, expecting a tribe already converted to join under Hecate's 


so she slaughtered them. 


more Sons of Hecate will 


unlikely rumors, she was sent here 


to embed herself and 


met Diana face to face and her 


parasitic grasp. She believes the Consorts of the Sun will be enough 
to repel them, but they have gone silent, and the tribe has no 


warriors. 
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Quests in the Twin Mothers: 


Ants, Ants! ANTS!: 


Giant Ants have begun eating the crops. A nest 


has formed in a nearby cave with a large Giant Ant Queen. 


Marry Alaya and Eldron: 
protege of 


two lovebirds. 


Passing Scorpions: 


Verde saw a band of armed and armored men heading towards the 


It’s possible to convince Helia that as a 
Diana she is qualified to oversee the marriage of the 


A tribesman on the distant verges of Mesa 


Forbidden Lands: this is cause for concern 


Investigate the Forbidden Lands: As non-members of the tribe, 
Helia believes you are allowed 


She would like you to investiga 
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to enter the Forbidden Lands. 


te what is going on. 


Section 8: Vault 29 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=-7HICtVBZ5s&t= 
Pre-War History: 


For Vault-29, Vault-Tec wished to utilize state-of-the-art ZAX 
technology, and so contracted one of the country's greatest artificial 
intelligence computer scientists: Derek Greenway. Greenway was a 
highly trusted individual within the US Government for his assistance 
on devising COLOSSUS and the Boulder Dome ZAX Unit. As such, he was 
given direct supervision over the Vault's experiment. 


The experiment was as such: the Vault was to be populated with 
children no older than the age of 13. With ZAX as Overseer and a 
plethora of Robobrain staff, the children would be raised in the style 
of a primitive society, and when of age, would be released to the 
outside world in a controlled environment. Their education would 
involve no education or philosophy beyond that of outdoorsmanship. 
From there, the Vault would entirely seal itself, its technology 
shutdown entirely, and the primitive population would build a society 
of their own design from the ground up. 


This was largely out of Greenway’s belief that technology on the 
surface would be entirely annihilated in the face of the bombs, and 
that humanity would need to resort to the hardest primitive self- 
reliance in order to survive. The technology he had spent his life 
creating was not the future, it was to become the past. 


Diana Greenway, Derek's wife and co-founder of their agri-tech startup 
Greenway Hydroponics, posed philosophical objection to this. The first 
that a "bootstraps" approach to their exile risked death, and thus 
potential human extinction. Spartan values were not worth the risk. 
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The second that devoid of culture and philosophy, the population would 
be merely animalistic, neo-lithic even, and set the cultural clock 
back unnecessarily far. Derek disagreed, and stubbornly refused to 
make alterations. 


That was until after the Great War, when in their own reclusive 
retreat of the Nursery, Derek and Diana resumed their debate, and 
eventually Derek came to agree with her viewpoint. 


Together, they established a link with Vault-29's satellite unit and 
overrode the ZAX-29 Overseer, placing it under Diana's direct control. 
Diana instituted the primitive education, but also select neo-pagan 
philosophy and blends of both prehistoric and classical cultures to 
shape what she believed would be an ideal primitive commune. As the 
years went on, she deployed Robobrains to the nearby Mesa Verde and 
got them to work on readying the location for habitation, including 


installing holo-projectors. When the Vault opened and its inhabitants 
set out, Diana was ready to play God. 
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In 2253 the Vault is mostly sealed and defunct save that necessary for 
ZAX and Robobrain maintenance. ZAX-29 has been fashioned into "The 
Sun" as part of Diana's mythology. However, ZAX-29, being completely 
subservient to Diana who has now disappeared, has gone into a 
Stationary function, shutting down its Robobrain units until the chain 
of command can be restored. 


The surrounding canyon, the "Forbidden Lands", is largely barren save 
for the satellite unit on the cliff face above the Vault's entrance 


cave. 


That was until rather recently, when a band of Scorpion's Bite 
outcasts set up shop in the cave adjacent to that of Vault 29. They 
are equipped in basic leather armors, with added Radscorpion 
exoskeleton as additional armor and tribal flourish. Six in total 
equipped with spears, their leader Burk carrying a Hunting Shotgun. 
They located Vault 29 from a scavenged Vault-Tec brochure in ABQ, and 
wish to seize the technology for themselves to petition to prove 
themselves to the rest of their tribe. 


Burk's girlfriend Fixa thinks the 
idea is foolish, and that instead 
they should report the location of 
the Twin Mothers to Caesar's Legion 
to bring great reward. She knows they 
don't understand the magic that will 
await inside, nor can they battle its 
machines. 


If the players approach the tribals, 
they will be offish but ultimately 
welcoming as long as the party 
doesn't linger too long. They will 
warn that there is a guardian spirit 
protecting the Vault door and they're 
unsure how to defeat it. This will be 
when Fixa suggests attracting the 
Legion. 


In approaching the Vault cave, they 
will be met by a blindingly 
luminescent gold apparition of Diana, 
in Shakespearean fashion warning this 
tomb is not meant for mortals and 
doom awaits those who ignore her 
warning. Computer Science PCs can 
deduce this is a prerecorded message, 
not a live feed. 


51 


Walking past this, they will find the Vault 29 door. Sealed shut. Here 
they will be met by yet another apparition, this one live and 
questioning the intention of the players. 


ZAX-29, "The Sun", who completely lacks the Shakespearean flair of 
Diana and instead speaks in a manner far more similar to that of the 
slow, soft, inhuman HAL-9000. The players must have a very legitimate 
reason to enter Vault 29. They can learn easily that Diana has 
disconnected. They can use Persuasion to help convince ZAX that they 
are able bodied agents that can assist with the restoration of contact 
with Diana. 


They can provide the Boulder ZAX final print-out or with maxed 
Computer Science with a very difficult penalty can provide a command 
override. Otherwise, he will simply say goodbye and leave the Vault 
door sealed. Once inside the Vault, they will be guided to the ZAX 
Center. Where they can access the Vault Archives and read about what's 
really going on. Computer Science players can command ZAX to restore 
function to the Robobrains even without Diana's authority. Otherwise, 
ZAX will provide coordinates to the Nursery. 


If the players intend on stealing the ZAX Core, ZAX-29 will deploy 
numerous Robobrains and Turrets as the players have to stop his memory 
reel columns one by one in a very HAL-9000 fashion. 
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Section 9: The Nursery 


wis v we 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=F941leipeu0&t 


Pre-War History: Derek Greenway was always considered to be something of a 
prodigy. Though not the inventor of ZAX, in the later 21st century he 
was considered one of the most prominent experts in the field of 
artificial intelligence. Money and business minded, Derek had little 
objection to taking contracts working with the US Government on a 
number of projects, Boulder Dome and Van Buren Prison included. Though 
highly intelligent, he was considered to be lacking in taste and 
empathy by some. Always argumentative in the fields of science. 


Diana Stone was something of the opposite end of the coin, a graduate 
of CIT she was an expert in botany and ecology, but held strong 
passion for anthropology, philosophy and moral ethics. 


Both came to a head at a Seattle World's Fair (the same where Sinclair 
met the Think Tank but this is irrelevant) where Diana Stone 
approached Greenway who was demonstrating the latest model of ZAX Unit 
- where she provoked an argument over the nature of their sentience, 
whether they were truly human in thought or if an AI ever could be. 
Arguing for well over two hours, they settled things over drinks and 
Diana brought him to her (poorly received and largely ignored) 
ecological conservation technologies booth by her start-up, Stone 
Hydroponics. 


Beyond the fair, a romance blossomed and Greenway used his extensive 
wealth earned from his contracts to fund Diana's business. The two 
were soon married and decided the name "Greenway Hydroponics" fit 
better. 
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Greenway Hydroponics was mostly contracted to provide hydroponics tech 
for the Vaults and to help assist in the efforts to resolve food 
shortages nation wide. As the Resource Wars drew closer to an end, 
Greenway Hydroponics was approached by the Environmental Protection 
Agency for an ambitious project: The Nursery. A vast ecological 
preservation project and vault for fauna and flora in the case of 
nuclear extinction. 


The project culminated in a vast facility hidden deep within the 
mountains and canyons of rural Colorado. Thr hug co-domes wer 
constructed - micro-climates intended to replicate various ecosystems, 
with macrofauna such as birds, insects and small reptiles that would 
require little maintenance. 


The main facility, the Repository, would hold several layers of 
cyrogenic seed and embryo storage (think the embryo storage in 
Jurassic Park) to preserve as many species as possible, whether they 
be plant or animal. 


It was during the construction of this project that Diana was given a 
terminal diagnosis - lung cancer. It was then that Derek decided to 
embark on his most ambitious project yet: a ZAX ran by a human brain 
that preserved it's personality. Resistant at first, Diana accepted in 
the face of her own mortality and jokingly that it would finally 
resolve that argument they had all so many years ago. 


When she awoke inside her new "body" she found th xperienc 
extremely alarming and difficult to adjust to. To help her cope, Derek 
would spend hours simply talking to her. 


When the Great War came, the two were alone inside of the facility. 
Left to their own devices in their personal garden of Eden 
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Post-War History: Derek took it upon himself to work the gardens even though 
it was entirely unnecessary - something to do. Knowing nothing about 
farming, Diana presented him with Vault-Tec's "Agriculture for 
Dummies" book. 


Over the years, Diana began 
to educate Derek in 
philosophy and anthropology, 
literally starting with the 
Greeks and moving up. She 
engaged him in prolonged 
discussion and debate with 
each book. It was during this 
time that the Twin Mothers 
plan came into being. 


As the years went past and 
Derek grew older, he began to 
sense his final days were 
coming. Taking a final stroll 
through the gardens, he sat 
beneath his favorite tree, 
speaking with Diana with weakening breath. Rejecting the idea of a 
robotic funeral, he wanted his body to rot and become part of the 
ecosystem. To this day, his decayed remains can be found in the depths 
of the gardens - "Agriculture for Dummies" clasped in a skeletal hand. 


Distraught and alone, Diana focused herself on her leadership of the 
Twin Mothers for decades. That was until, for the first time, an 
outsider approached the Nursery. A starving, tribal girl no older than 
16. She called herself Kyros, but where she came from, they apparently 
called her the "Time-Eater". Diana took her in, in her amazement, and 
was glad to have company at last. 


She educated Kyros in similar fashion to Derek, but the young girl was 
more interested in practical applications rather than the purely 
academic. She became adept at botanical chemistry and out of fun Diana 
taught her many biochemical tricks. Illusions such as combinations of 
chemical powders that would explode into great popping mists of vivid 
colors. Her penchant for alchemy ended up with Diana nicknaming her 
"Hecate.” Th ntire time, Kyros referred to Diana as a Goddess, even 
though she repeatedly refused the title and attempted to remove her 
tribalistic beliefs. 


After a year spent in the Nursery, Kyros wished to see the outside 
world once again. Unwilling to lose her only discussion partner and be 
alone again, Diana refused. This led to a bombastic verbal stand-off: 
she was no pet. Not a lizard or a bird for her to keep in her pithy 
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cages. She knew the secret of this place. It was all useless. None of 
the species could survive outside of these domes in the Wasteland. 
Neither the Dom cosystems nor the embryos, this wasn't a Garden of 
Eden - it was a pot-planted prison. Diana’s paradise had no future but 
death and decay inside a glass spher like her precious Derek. So, 
Diana let her go. 


In 2253 the Nursery is in a state of 
disaster. An earthquake has recently rocked 
the facility. Thankfully, th co-domes wer 
kept intact but the repository was ripped 
apart and Diana has been placed into a 
functional coma. Many critical systems are 
in a state of failure and within months, the 
Nursery will die. 


The players arrival to the Nursery will be 
extremely difficult. Navigating the 
mountains will incur challenging 
environmental obstacles and perhaps the 
reliance on Survival skill to make it 
through. When they arrive, they will be 
greeted by a gigantic sealed concrete 
vehicle lane, but easy entrance is found through a sewer tunnel 
nearby. 


They will have to pass through a small industrial dungeon filled with 
automated security. Traps, turrets, and Protectrons before emerging 
into one of the domes. Wandering through the vast gardens, they might 
just encounter the next visitor that came after Hecate and decided to 
plant his roots, literally - Harold. 


Harold after leaving Gecko decided to wander East, stopping by his old 
childhood home of Vault 29. Recognized by ZAX and Diana he was guided 
to the Nursery. 


After a thorough chemical study, Harold decided to rest. But he soon 
found he couldn't move at all. Herbert had finally got the best of 
him, and he was slowly becoming a tree. By 2253 he is a large tree 
with plentiful strange, luminescent orange fruit hanging off of him. 
Dropping seeds have spread more of this fruit, growing in tomato like 
vines all around him. When the players find him, he's just in the 
middle of a very long nap. They can talk to him and boy howdy does 
Harold like to talk. 


He will give the players the skinny (that means explaining the 
Situation, youngster) about the status of the Nursery and what is 
needed to restore it. 
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e Fix the flooded pump system - this requires a trek through a 
watery flooded dungeon full of mutant leeches. A repair savvy 


player can cut the dungeon in half by working their magic 


on the 


central pump but otherwise they'll have to delve deeper in to get 


the replacement parts. 

e To restore Diana, they need to go to the automation facto 
which is full of active defense bots. Computer savvy play 
shut down these bots remotely 


Ey = 
ers Can 


When the Nursery is restored, Diana will resume function and thank the 


players, opening up a whole wealth of potential dialogue and 
conversation. 


Most likely the players are here for the New Plague questline - and 
Diana has the solution. It turns out Harold isn't any normal mutant. 
Whatever made him what he is (the FEV), Diana speculates it was a pre- 
War cure project. It seems to hold certain anti-viral properties - and 


this extends to the fruit bared on his tree and the multiple vi 


ined 


variants. If the fruit is eaten, it will cure New Plague. Not only 


that, it will inoculate those consuming it from repeat or new 


infection if they haven't had it already. Naturally then the pl 


layers 


can harvest this fruit and its seeds to return to Boulder Dome. 


Diana will thank the players and their reward is effectively as much 
rations as they can feasibly carry. The players can then leave, 
leaving Diana to return to the Twin Mothers with Harold as an immortal 


buddy to speak candidly with. Diana will seal the facility behind the 


players in order to maintain its security. 
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Utah 


Section 1: Burning Springs 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=Qgd5u3Semug 


"I think it's primordial." 
"Pri-whatial?" 


"Primordial. Like before humans ever existed kinda thing. Under the 
Earth, waiting, then boom the bombs wake it up" 


"Nah no way Franky. Gotta be some freaky experiment. It's Poseidon. 
Gotta be." 


"Personally, I think it's from outer space." 


"You would. What do you think, Phil?" 


"I think that where it came from or what it even is don’t matter. What 
does matter is that now we know it's dangerous, tough and it's the 
only thing between us, and the money. So, we find a way to kill this 
damn thing, or we find someone else who can" 


If the players decide to head towards Salt Lake City from Van Buren, 
the second place they’1ll find along their track after Grand Junction 
is “Burham Springs”, spotted from a distance from its smoldering smoke 
tower. It’s known today as “Burning Springs” 
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Pre-War History 


exception 


after an 


In the late 21st century, 
as the HADI 
technology, 


being HAD 


influential 


Poseidon 
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the art 
some of 
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Energy launched an initiative known 
ES Project in eastern Utah. Using state of 
the megacorporation attempted to squeeze 
drops of domestic oil from untapped oil sands in the 
these projects were ecological disasters with little 
ES-Four, 
workers town sprung up around the facility, 
Poseidon board member. 


the last 
Most of 
the 

Utah. A 


named 'Burham Springs' 


Reports came in of an unknown substance found within the rock at the 


site. A full 


mine pit was dug and borehol 


es were sunk to investigate 


the nature of this material and obtain samples. A major drill was the 


center of 


the pit, 


where preliminary anal 


amount of the substance lay. An advanced scientific research 
established at the depths of the mines to examine what was simply 


referred 


to as 


"HADI 


potential 


Practical 


resource. 


hardening. 


Additionally, 


Armor", 
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Lyses indicated the greatest 


lab was 


Early chemical 


reports resulted in 
PE totally focusing their efforts on investigating and exploiting this 


applications were yielded in experiments with chemical 
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effectiveness of the space age 
Poseidon began a 
effectively allowing a 
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ample protection that woul 
other areas. 
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found to vastly improve the 


el project named "HADES Light Combat 


aper 


with chemical 


and more lightweight standard 
hardening providing 


sate for the loss 


in material in 
were created and ready to be 
Long with controlled chemical versions of the 


HADES-Substance synthesized in the lab, but then the Great War 


occurred. 
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As the War raged above, the Earth was 
disturbed below. The great vibrations 
woke things long buried - tectonic 
forces and geologic phenomena. All the 
while the workers began fleeing into the 
mines, heading for the vault-like 
research lab, hoping it would be their 
salvation from the atomic rays bathing 
the surface. As they did so, the quaking 
earth caused an eruption - a flood even, 
of the substance in the main drill pit, 
oozing from the ground. The two 
scientists on duty in the lab realized 
they only had limited provisions. They 
sealed the door before the wave of 
desperate workers arrived 


The scientists listened to the frantic 
pounding on the airlock door - until it 
ceased. After a year in isolation, one 
scientist committed suicide. The year 
following, the remaining scientist did 
the same. 


Post-War History: 


The Tar Walkers, a group (later a tribe) 
living amongst the Utah Oil Fields began 
to infrequently encounter monstrous 
mutant creatures formed by some black 
ooze. Mostly twisted and contorted 
wildlife, the worst that provoked action 


was the appearance of what would later be labelled by the New 
Canaanites as Gehennas - shambling bipeds that would attempt to grasp 
and bring their victims to a place unknown. Tracking this - they found 


Burham Springs, and in the deep circular mining pit below, a pool of 
bubbling, contorting ooze that was being fed wildlife and human bodies 
by the creatures that had wandered out into the Wasteland. Their 
arrival into the mine provoked an intense response, a unified, inhuman 
shriek. 


Dozens of shambling Gehennas emerged from the darkness of the mining 
tunnels as strange pseudopods arose out of the pool. The Tar Walkers 
retreated and responded quickly, setting the pool of ooze alight in 
attempt to burn it out. The entire pit exploded in flame and the 
Gehennas and various monstrous "pods" weakly retreated into the mine 
shafts - but the pool never stopped burning. 
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The Tar Walkers fortified 
segregating the mine from 


established an outpost to keep watch. 
mythological site for the Tar Walkers - they would bring offerings of 
dead animals and their own dead to throw into the pit as tribute to 

keep the evil spirits of the Great War at bay. 


In decades 


the surface entrance to the pit - 
the town with a great junk wall and 


to come, it became a 


2253: By the time the players arrive, Burning Springs has been overtaken 
by a crew of prospectors from Arizona under the leadership of Phil, 
they're called Phil's Crew cause they ain't tribal. They turned up 
with guns to the Tar Walker outpost and forced them out without any 
bloodshed. But the Tar Walkers have made repeated violent attempts to 
retake the place, leading to the Prospectors layering the entrance 


canyon with a field of landmines. 


They made an initial attempt to 


breach the mines but lost two of their crew and retreated back into 
the town. 


Upon arrival, Phil will emerge from a rooftop wit 


th 
th 
th 


Th 
th 


wh 
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e players if they're tribal or interested in c] 
ey'll get their assholes blown up through their 
uh, well come on in. 


ey're traders or mercs then, 


e Prospectors - Phil, Frank, 


Sparky, 


h a megaphone to tell 
aiming this place - 


ye sockets. If 


Plug and Measles, have set up 
eir homes in the ruins of the old worker houses, and have an office 
ere they've got a pretty cozy setup going. 


Phil: A Kurt Russell esque character who leads the band. He found 
Poseidon Energy data in Phoenix in which Burham Springs is listed as 
having an advanced lab under this spot. He usually keeps himself 
topped up with whiskey and carries a Super-Blowtorch. 


Frank: A former Follower of the Apocalypse turned money minded 
prospector - he's their "tech guy" and whilst not feeble, isn't a 
fighter by any means. 


Sparky: Part of a duo with Plug, he's the group's "muscle" and carries 
a Double-Barreled shotgun and set of Heavy Leather Armor. He's a 
little antsy to get down there and try again. 


Plug: The other half of the muscle duo, an expert in explosives. Such 
expertise has rendered him completely deaf - he communicates with 
Sparky in sign language. He carries a Grenade Pistol and Leather 
Armor. 


Measles: Measles is...Measles. A Ghoul 
and extra hand for the crew. In truth 
he's a secret scout to report to 

Colonel Green at the Rebirth. He will 
approach Ghoul PCs and give them the 
verbal brochure for life at Rebirth in 


private. 


In the prospector’s office they'll 
give the players the skinny on the 
history and situation of Burham 
Springs and the job. This will be 
interrupted by a loud bang from a 
closet. "Mop must have fell over again". This bang will repeat again, 
and a third time. The Prospectors will go awkwardly quiet and continue 
the conversation. 


If the players open the closet, a man bound with duct tape will fall 
out and fall to the floor wriggling around before measles kicks him. 
His clothes identify him as a New Canaanite. 


If the players inquire why they have a tied up Mormon in their closet, 
they'll reveal he turned up and they'd heard the New Canaanites 
supported the tribes in these parts - and he didn't want him rallying 
for any backup or causing any trouble. Though he hasn't given them any 
and they're not really sure what to do with him. 


If unbound, the New Canaanite will reveal his name as David and that 
he was just coming to preach to the Tar Walkers - not whatever in the 
Sam-Heck Phil thought he was doing. He'd also like Phil to give his 
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-45 back, please. Tensions will rise with David wanting to leave but 
Persuasion PCs can mediate the argument and convince him it was a 
genuine misunderstanding. 


Anyway, the job is as such: get to the lowest level of the mine to 
reach the lab. Share the loot and the party get a fistful of 
Copperheads for their troubles on top. Franky will provide the crew 
with a gizmo that should crack basic PE security. Complications: The 
mine tunnels are full of smoke and toxic fumes, meaning they need 
environment suits, which they only have enough of for the party + two 
of the crew. Phil and Plug will join you. Also, the ooze monsters are 


incredibly hard to kill. David, the Mormon, calls the ooze “Sheol” 


If David is amicable to the crew and the players, he’1ll provide 
another suggestion: Recruit a Tar-Walker. The battle at Burning 
Springs, to David’s understanding, is something of an ancestral pride 
to the Tar Walkers, and they have a poem-like song that recounts their 
journey into the mine, a good way of guiding themselves without going 
in blind. Terex, a Tar-Walker scout friendly with David, can be 
recruited for this operation. Terex can replace Plug, but Phil will 
insist on going into the mine - it’s his operation and he feels guilty 
for the two men they lost on the first attempt. 


The mines are labyrinthian made only worse by the new tunnels formed 
by Sheol Pods. Full of dead ends and pitfalls to lower levels. Each 

Sheol monster is immune to ballistics, unarmed and melee damage. Only 
flame, explosive and energy will work. With explosives you have to be 


Was 


careful, as it could collapse the mines. 


Gehennas don't deal much damage on impact, the real problem is poison 
(resisted per hit via poison resist rolls) and radiation that their 
smacks deal. They will try to grab the players and hoist them over 
their shoulder to carry lower into the mines, dealing constant poison 
damage. 
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The Sheol Pods are more dangerous - statistically ported gelatinous 
cubes from DnD, if a player is absorbed and escapes, they will have to 
make a roll on the Mutation Table. 


It's possible - but difficult to use stealth to hide from the 
shambling Gehennas and slithering pods to avoid fighting them. 


It becomes impossible, however, when 
players reach the final level and 
discover the vast "new" Sheol pool 
surrounded by Molechs, an even more 
monstrous inhuman evolution of the 
Gehenna who can use ranged spitting 
attacks to inflict poison damage. It's 
possible to rush to the lab with 
finesse and luck, but it'll just mean 
Sheol pools outside the entrance to 
trap you inside. 


The Sheol will continually produce Pods 
until you've burnt, bombed or atomized 
it to death. If it dies by fire, it'll 
become a pool of endlessly burning 
jelly. 


Inside the lab the party will find two 
vials of the controlled HADES Fluid 
along with the schematics for the HADES Combat Armor and the Power 
Armor hardening method. Phil will offer them a pick of either one as 
they take the other. The lab itself is also good stock for advanced 
sciency-components and a crafting station for scientific PCs. 


The AGRICOLA bots in stasis at the facility will be ready to deploy 
but their priority order is Fire Suppression before Contamination 
Control- which would be disastrous as it would effectively revive th 
Sheol in the pit and the one in the caves (if it died by fire). Only a 
Computer Science PC can override this. 


Contamination Control means the bots will spread about searching for 
HADES-Substance and projecting a continued blue beam to effectively 
deconstruct it into harmless but useless black fluid. It will do this 
to all Gehennas, Molechs and even the Sheol. Finally putting an end to 
the threat. 
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Quests in Burning Springs: 


The Job: Enter the mine with Phil’s Crew, 
Sheol and unlock the lab. 


survive, destroy the 


Junk Traders: Establish trade with either New Canaan and/or 


Boulder Dome. It’ll take some Bartering to convince Phil to 


switch from Copperheads to NCR Dollars or Ration Cards. Easily 
done when pointed out how far they are from Arizona, however. 


Guarding Hell: David will suggest to Terex and the players that 
they oust the Prospectors - peacefully or if need be, through 


violence. If done so, the Tar Walkers will resume control of 


Burning Springs and keep the pit sealed - with the caveat that 


they must no longer dispose of their dead into the pit and that 


in return for resumption of their control 


, they will accept 


David’s mission. David will thank the players, and tell them that 


this is just the beginning of the Tar-Wal 


lkers conversion to the 


Good Book, providing them with payment in NCR Dollars. 
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Section 2: New Canaan 


Soundtrack Atmosphere: https: 


Vault 70 and the Great War 


AN 


www.youtube.com/watch?v=A6IO0He8N3jo&t 


Prior to the Great War, the construct 
funded, and overseen by the Church of 
Saints. Built underneath Salt Lake City's Temple Square, the Vault 


experienced major tampering as a resu 
Mormon senator and a c] 


Department. 


of modest, 


The 'experiment' regardin 
identified and accounted for, the Vau 


normal Ameri 


can clothing. 


ion of Vault 


g failed vaul 


Standard Vaul 


70 was commissioned, 


Jesus Christ and the Latter-day 


lt of support from a devout 
lose-knit cadre of Mormons within the State 


lt-suit extruders was 


t being stocked with a surplus 


lt-Tec education 


programs were replaced by the LDS's own Church schooling and even the 
standard issue 10mm handguns were replaced by .45 


When the Great War came, 


chambered 1911s. 


the Church was ready. By design, Vault 70 


would be their temple of God to ride out the apocalypse. Generations 
inside the Vault began to dissolve th 
hierarchical aspects of the LDS as new generations embraced their 

faith in a manner completely alien to the pre-War machinations of the 


Church. 
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e corporate, 


strictly 


After generations inside their subterranean sanctuary, a long-term 
series of critical failures meant that in 2190 the Mormons made their 
exodus. The failed Vault was sealed, the control module for the door 
mechanism being taken with them on the off chance they ever needed to 
return to the empty husk. To the surface they went. 


What they found was complete annihilation. Nothing like the stories 
their grandparents had told them. Temple Square was all but ruins, 
surrounded by a vast expanse of twisted girders and piles of 
unrecognizable slag, interspersed with irradiated blast craters. 


To make matters worse, concrete dust from the ruins and nests of 
gigantic mutant Mantis made Salt Lake City an actively inhospitable 
location. Salt Lake City and the LDS had fallen, but the faith had 
survived in its people, and although they didn't know it, their faith 
had already begun to change. 


So they headed north to Ogden, where the air was cleaner, the damage 
lesser, and the ruins devoid of hostile life. Settling around the 
remains of a Mormon temple, they formed their new Garden of Eden 
(using a handy kit), their New Canaan. 


He: 
tà 
“i pneg 
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New Canaan 


New Canaan is a growing town surrounded by an adobe brick wall 
(currently undergoing expansion and construction) not dissimilar to 
the Old Mormon Fort in Vegas, albeit taller. A large junk gate acts as 
entrance to the town. 


There are a small number of adobe homes from the original settlement 
of New Canaan surrounding the temple, the town’s center, but many 
Canaanites build and live inside 18th century style single story 
wooden lodges painted white. Carpentry is a venerated skill, after 
all. 


Ruined buildings from the former Ogden are stripped to their 
foundations and transformed into "Ruin Gardens" where all sorts of 
produce are grown, some naturally and others with scavenged Greenway 
Hydroponics machinery from Vault 70. 


The town has a number of shops, including Gabriel's Market where meals 
and produce are given and sold at open stalls. There is no bar or 
saloon, as alcohol is banned in New Canaan. They also have a gun 
store, but they only sell to those who hav arned their trust. Each 
Sunday the New Canaanites gather in the town's temple and all business 
ceases. 


The lives of New Canaanites are strictly to that of God's ways. No 
drinking, no cursing, no coffee, no homosexuality. Those who 
blaspheme, steal, or otherwise do repeated or serious wrongs are 
publicly caned or lashed in the town square before the temple, 
depending on the severity of their wrongdoing. 
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New Canaan has a robust medical center located in one of the largest 
central adobe buildings, equipped with medical tools and supplies left 
over from their Vault, whatever they can scavenge from SLC, and their 
own remedies. It's no Boulder Dome but it's the best in the state. 


The average New Canaanite male dresses in western or flannel shirts 
and jeans with straw or wide brimmed hats. The women similarly 
wear straw hats, desert fashioned bonnets and conservative light 
dresses. The New Canaanite guards are equipped with SLCPD body 
armor, white shirts and jeans. Most New Canaanites possess a .45 
Auto Pistol and have decent knowledge of how to use it. It’s 
something of a rite of passage. 


New Canaan has seen plenty of change since its founding. The 
discovery of a desalination plant at the edge of the Great 
Salt Lake in Syracuse was a game changer. The New 
Canaanites established an outpost at this plant and restored it 
to working order, utilizing an old water chip from their 
ancestral Vault as the key to getting it working. At first 
manually transporting the water by Brahmin, over years they 
constructed a well-concealed pipe system to pump water to a 
repository in New Canaan proper. They became flush with water 
and salicornia grown at Syracuse along the shore. 


Though infrequently if not consistently repelling raiders, New Canaan 


has remained isolationist for much of its history, up until recently. 
Lone missionaries were sent across the Wasteland to scout, log and 
preach the good word to the outside world to mixed success. 


Under the theocratic leadership of Prophet Jeremiah Rigdon (now 
unfortunately suffering from cancer of the lungs), New Canaan began to 
leverage its supply of water. Missionary caravans are sent to 
surrounding tribes, promising a wealth of water: in return, they need 
only accept of the Lord and his Prophets, and abandon their idols and 
abominations. In addition, of course, to more worldly wares - meats, 
hides, and tribal herbs. 
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True change began with the defeat of the 80s tribe along I-80 by the 
Desert Rangers, assisted by the New Canaanites at the 80s final stand 
at a fortification in the ruins of Wendover, long regarded as a den of 
sin by the Latter-day Saints 


Then came the arrival of merchant caravans from the far west. Places 
like Vault City, Modoc, Sac-Town, Redding and New Reno. Trade 
flourished, and the New California Dollar was introduced to New 
Canaanite society as the Mormons sent water and medicine caravans 
westwards to New California, along with the good word of course. 
Although initially skeptical of trading with a religious community, 
the Western traders soon found the New Canaanites to be good and 
honest folk. These were no Hubologists. A small bazaar has formed 
outside of the gates of New Canaan, as its gates are not suited to fit 
the wide berth of numerous large-scale caravans. 


The New Canaanites welcome those who are willing to convert to their 
faith and join their community, with no judgement of their race or 


past.Numerous New Canaanite Ghouls can be found throughout the town, as 
well as two Super-Mutants (one, Goliath, of whom can be seen carrying 
equipment and assisting in the expansion of the adobe wall). 
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Syracuse: 


Located on the edge of the Great Salt Lake, Syracuse is New Canaan’s 
desalination plant that supplies it with great stocks of pure water. A 
loud factory-like facility surrounded by junk fortifications, 
overlooked by four New Canaanite Guards equipped with scavenged Light 
Machine Guns - though they don’t carry much ammunition, scattered 
warning shots are enough to scare off most approaching raiders like 
the White-Legs. Several workers can be found within constantly keeping 
the plant in operation, including a volunteer tribal from a distant 
land - Battery, a Cipher of the West. Battery is covered in tattoos of 
equations, blueprints and technical imagery. His tribe venerates old 
technology and its study. He is fascinated by the workings of the 
desalination plant, and as such has volunteered unpaid to work there, 
all the while scribbling blueprints, technical drawings for each 
component. 


Two large pipes lead from the plant out into the desert, and then slip 
below the desert sand toward New Canaan, allowing for a smooth 
transportation to the repository in the town itself. 
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Important People of New Canaan 


| Judah Black: Judah Black was always a... strong 
| presence in the community. His sermons were the 
most energetic, the most exciting and 
impassioned. A religious hard-liner, he always 
advocated for the most draconian approaches in 
all areas. So says the good book. He gathered 
quite the flock, "black sheep" as the young 
Pastor Mordecai chidingly called them. 


Eventually he began to let his hatred of the 
changes overcoming New Canaan be known. The 
merchants of the West were charlatans and 
corrupters, he said. Down their path lay Sodom 
and Gomorrah. Where once New Canaanites had no concept of money, only 
working together for the community under God, they now cared for 
material possessions and the chasing of trinkets. 


He wasn't half wrong, as several Canaanites were discovered partaking 
of whiskey, vodka, Jet, and other chems smuggled to them by the 
peddlers of New Reno. 


The turning point came when Brigham Bundy, a Canaanite of 16, died of 
overdose from Jet and booze. Rallying his growing flock of black sheep 
into a frenzy, he and his followers came into the bazaar and shot dead 
every member of a caravan he claimed to have sold the young Brigham 
the drugs. Judah declared this his clearing the money lenders from the 
temple of God. He claimed Jeremiah Rigdon was weak, his cancer a sign 
from God that he was not to lead New Canaan, but Judah instead. 


A stand-off emerged between him, his flock and the rest of the New 
Canaanites, and they wer xiled to Salt Lake City. 


There they have settled in the ruins of Temple Square, their "New 
Jerusalem" where they devolve into further religious fervor under the 
burning heart of Judah Black. They have taken the name “The Hands of 
God”. 
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Jeremiah Rigdon: New Canaan's current Prophet 
(theocrat) who has spearheaded the turn from 
isolationism by assisting the Desert Rangers, 
encouraging trade, and beginning the water caravan 
mission program. Suffering from inoperable lung 
cancer, he is a man with many problems and little 
time to solve them. You get the impression were he 
not so burdened, he'd b xtremely pleasant. Faith 
has taken a second step to practicality which has 
earned him the ire of some but the respect of others. 
He is assisted in his affairs by his close friend 
Pastor Mordecai, who now takes his place delivering 
Sunday sermons. He believes (and with good reason) 
that the Hands of God plan to return to New Canaan and perform a coup. 
Killing estranged members of the tribe is the last thing he wants to 
do, but if it's necessary to protect the prosperity of his people he's 
more than willing. 


Pastor Moredcai: A man in his 30s with an old soul. 
In contrast to Jeremiah, Mordecai carries the 
stresses and burdens of New Canaan but veils it 
beneath a charismatic, calm demeanor. Though he is a 
man of the faith, it doesn't entirely define him. He 
is heavily focused on forgiveness as a tenet of his 
faith. He believes that the Hands of God can be 
brought back into the fold, and that compromise, 
rather than violence, is the answer. He encouraged 
Jeremiah to allow the conversion of Ghouls and 
Super-Mutants. He also believes the people of 
Jericho can be welcomed home, but they don’t seem to 
want to. 


Protector Mark 'Deafy' Connor: Mark is the head of the New Canaanite 
Guard. Nicknamed Deafy due to his penchant for pretending to have poor 
hearing, an act he uses to selectively listen and guide conversation. 
Connor is privately sympathetic to the Hands of God and attended 
Judah's sermons, acting as a roadblock to doing anything about them. 
He secretly organizes the shipments of water from Syracuse with other 
like-minded New Canaanites to New Jerusalem in order to give them a 
helping hand. His demeanor is that of someone outwardly loud and one 
who thinks they are charismatic, but are in fact not. His stubborn 
manner can prove vexing. Still, he's the best shot in Utah and knows 
aoe 
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Doc Angela: New Canaan's resident sawbones. A motherly busy-body, she 
lost her first child to fever and as such tends to over medicate and 
over-diagnose the children of New Canaan. She is married to Gideon, a 
converted Desert Ranger (Formerly known as Rex) whose life she saved 
following the battle at Wendover. 


Gideon (Rex): Rex has a bum leg and doesn't say much (Angela tends to 
fill the dead air). On his wife's behalf he has put down his guns, but 
he still keeps his old armor in a locked chest at his home. Mostly now 
he carries boxes and acts as an assistant to her medical work. He was 
fers his old. 


given a new name upon his conversion, but privately pre 
Quests in New Canaan: 


The Wells of Salvation: The Syracuse Plant has been slowing in water 
production. The water chip has given up the ghost, and needs 
replacement. Tensions are rising amongst the traders, and without 
clean water New Canaan will suffer greatly. The best chance is 
searching the ruins of Vault 70 for a replacement chip, but New 
Jerusalem sits directly on top of Temple Square. Being both brother 
Canaanites and privately sympathized with by the Protector of the 
Guard, they refuse to act. So, Rigdon is searching for outsiders to 
save them. Worse still and unbeknownst to anyone, cave-ins of the SLC 
sewers have allowed Giant Mantises to take up the depths of Vault 70 
as a nest, their Queen Mantis growing fatter from the lingering 
radiation of its defunct generator. 


Fingers of God: The Hands of God have taken upon themselves to raid 
incoming caravans from the west to stifle and eventually end trade, 
due to the aforementioned sympathies, it is too controversial to put a 
stop to this. 


The Loving Heart of Darkness: A solo mission to convert the Eagle Rock 
tribe has not returned. Pablo, a missionary apostle, is seeking armed 
guards to investigate the situation, putting out a town center posting 
with good pay. An experienced solo missionary with little fear, he's 

met the Dead Horses, Crazy Horns, and the Tar Walkers. He's advocated 
in the past for rallying the Canaanites to push the Prospectors out of 
Burham Springs as it was the holy site of the Tar Walkers, but to no 

avail. His concern for Johnson (the lost missionary) is unusual, as 

disappeared missionaries are typically not followed up on. Truthfully, 
this is because he is deeply in love with Johnson. A fact which can 
never come to light in New Canaan - he prays that he'll find him alive 


on this expedition. 
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New Canaan Blues: Someone is smuggling chems to the youth of New 
Canaan, and the Guards can't crack who's doing 
it is Rex the former Desert Ranger. Originally 


alcohol 
have som 


to “put some hair on the chest” of the 
e fun whilst he tells old war stories, 


it and how. In truth, 
smuggling tobacco and 
young ones and let them 
things got out of 


control when one youngster took it upon himself to use the smuggling 
ia the med-center) to get his own supply of Chems. 


route (v 


The Road 
growing 

warlord, 
as repri 


Warriors: To the far south, the 80s have established a 


war camp. Though they are currently at 


war with a local 


concerns are rising that they will seek to besiege New Canaan 


sal for their humiliation at Wendover. 


The Golden Spike: 


The New 
railspik 


However, 
at Promo 


Canaanites have identified that there should be an Old World 
e made of solid gold located somewhere on the Great Salt Lake. 


ntory Point. 


If retrieved it would be a massive economic boon for New Canaan. 
it lays in the midst of a lair of gigantic Salt Lake Locusts 


Reaching idolized status with New Canaan grants the perk “Way of the 


Canaanite” which grants +5 Damage and +10% Critical Chance with .45 
tols. 


Auto Pis 
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Section 3: New Jerusalem 
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Soundtrack Atmosphere: https://www.youtube.com/watch?v=uwmAgrCOpzE 


Founded by Judah Black following the exile of him and his “Hands of 
God” from New Canaan, they’ve formed their “New Jerusalem” in the 
ruins of the old Temple Square in Salt Lake City. They’ve surrounded 
the square with fortified junk walls, and live inside tents and 
amongst the ruined buildings. Entering the main temple is forbidden, 
as they believe it is still the place where Jesus Christ will make his 
return in the Second Coming. Each morning, Judah leads two-hour 
sermons recalling Biblical parables and especially those that relate 
to their own situation and the doom that will, or must, come to New 
Canaan. Whatever the New Canaanites believe, the Hands of God believe 
it to the upmost extreme. 


They eke out an existence, taking water supplied to them by Protector 
Green. They ar xtremely wary of outsiders, but in desperation for 
supplieswill allow careful trade for food and water. Furthermore, they 
keep themselves supplied by raiding Western caravans. At first, with 
only small numbers and .45 Auto Pistols, they raided caravans that had 
already been attacked by groups such as the White Legs. Arming 
themselves better and gaining combat experience, they have been 
raiding larger and more prepared caravans. 


They have a plan to retake New Canaan - besiege Syracuse and cut off 
the water pipes, so that water must be transported manually. They will 
strangle New Canaan, and eventually (they believe) the Canaanites will 
rise up against Rigdon in recognition of the Hands righteous cause and 
acclaim Judah their Prophet. It is possible with a PC with good New 
Canaan Reputation and who is extremely versed in Persuasion and Barter 
to talk them out of this idea and to rejoin their brothers in New 
Canaan. The resolution would be a compromise: stricter regulations on 
the Western traders, more rule placement, package checking, and 
tariffs to help New Canaan retain its culture and independence. 
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Section 4: Jericho 


fl] 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=QI3ZJX3IFgk&t= 


Jericho is a community of outcasts and those with nowhere else to go. 
Located in the dilapidated ruins of Salt Lake City in one of the few 
spots with surviving buildings, it's surrounded by a poorly 
constructed, half-finished junk wall. 


Originally formed by a group of New Canaanites who rallied together to 
argue for democracy in New Canaan - they did not trust God's 
Providence to decide their leader. Tensions rose and exploded, and 
they wer xiled as godless atheists. Since then, other ne'er-do-wells 
such as thieves, homosexuals, and the incestuous have been sent this 
way. 


In the past, New Canaan has sent missionaries to try and bring them 
back into the fold, but they've been met with the end of a shotgun 
barrel - and they haven't returned since. New Canaanites aren't 
welcome. End of story. Jericho is defined by its sense of bitterness 
and godlessness - the people here are without direction or much of a 
future, just surviving day to day. In that regard, they're normal 
Wasteland folk. 


Though the town is moderately to lightly populated, with bands of 
Western traders milling about, it has four main spots of interest for 
travelers: 


The Union: A bar and spot to gamble inside the remains of the old 
Union Pacific station. The gambling tables are more just spots to play 
poker and cards, overseen by Martin and Uma Young - brother and 
Sister, also wife and husband. They run the bar and brew their own 
moonshine out back. 
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Dusty's Desires: A brothel ran by Sally, a lesbian. 


Now calls herself Dusty. Her girls are mostly 
UdTY'S DESIRES outsiders, though one of them is Molly, her New 
yee Best Ass This Side of the Colorada EAE] Canaanite lover. Dusty walks with a staggered step 


TOTOE due to back pain - a result of her lashings and 
canings before her exil 


J~ NO MORMONS 


Easy Rest Hotel: A hotel and "cafe" inside an old townhouse owned by 
Donnie, an atheist. The cafe is run by Pete, an escaped prisoner from 
NCR - mostly serves rat and mantis meat gruel. 


Bob's Bits: A general store ran by Bob, a Ghoul who gravedigs and 
loots corpses. Everything found in this store was plucked from the 
dead. Bob isn't very popular. 


Important Characters of Jericho: 


Franklin: A Follower of the Apocalypse with a chip on his shoulder. He 
came to New Canaan and originally worked there as a medical assistant, 
but he became the source of the trouble when he began to spread 
seditious thoughts of democracy and the evil of theocracy. Marked as 
the leader of the atheists, he was lashed and caned. Bitter, he tries 
to maintain a basic hydroponics farm to keep Jericho fed. 


Sheriff Leary: A former New Canaanite guard and an atheist. Of them 
all he suffers the most without the direction of the guard or the 
guidance of his faith. Gruff, but clearly of troubled mind. Wears 
leather armor and carries a double-barreled shotgun. He's assisted by 
his two deputies, escaped NCR prisoners Everett and Delmar. 


Dusty: The most anti-Canaanite of them all. She holds an active hatred 
for New Canaan and the faith, for obvious reasons. 


Everett, Pete and Delmar: Gunslingers from Redding who were hired by 
the Van Graff crime family to sabotage NCR expansion north, down Sac- 
Town way. They were caught, imprisoned and put into a chain gang of 
which they eventually escaped. Fleeing east, unwilling to convert to 
the faith and with nowhere else to go, they ended up in Jericho. 


Quests in Jericho: 


Hang Down Your Head: A fellow named Grayson Dooley came through town, 

and got drunk at The Union, then went to Dusty’s. One of Dusty’s girls 
let out a giggle at Dooley’s pecker, and in return he gutted her with 
his knife. Fleeing town, Sheriff Leary is willing to pay a bounty for 
him. More if he’s alive, but dead will do too. He reckons he’s run off 
to Heartbreak Hotel. 
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End of Jericho: Jericho is starving. They regularly have to pay 
tribute to White Legs but even if they didn't, the hydroponics still 
wouldn't be enough. The soil is bad and the Western traders only stop 
by for poker, booze, and whoring. They already do all their food 
trading up in New Canaan. You can't eat dollars. There are two 
potential ways out that have come to them: 


e A Hand of God disguised himself and then kidnapped one of Dusty's 
girls. Beating her within an inch of her life, they cut up her 
face so bad that she could be a whore no longer. They sent her 
back to Jericho with a message: convert, join New Jerusalem and 
help them retake New Canaan to repent, or face destruction by the 
Hands of God. 


e They were recently, and briefly, visited by exploratory officers 

from a large army down south. They’ve got an outpost nearby in 
Salt Lake City, signified by a red flag with a bull on it. 
Leary’d like the players to speak to them about recruiting the 
folks of Jericho for this army. It’s a big risk, but it might be 
their only way to survive. 


The Buggy: Being in the right place or having the Gossip Merchant 
Perk, the party might pick up on a rumor of a stalled vehicle on the 
west side of Utah Lake. In searching, the party will have to fight off 
a small band of 215 Vulture raiders. They will come across a 
makeshift, four-seater dune-buggy with a biodiesel engine, half buried 
in the sand, its previous pilot dead on the floor next to it. The 
biodiesel engine is barely functional, and requires high Repair to 
fix. Upon doing so, it has about a few dozen miles max of travel 

before th ngine craps out for good and becomes useless junk. The 
closest place to repair the Buggy is Motown. 
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Section 5: The Legion Expedition 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=XUFZXeckQls 


Gallus, Lars, Caius and Caelus are a band of Legion Explorers sent 
from the Magnum Chasma on the personal orders of the Malpais Legate 
himself to explore the Utah and provide a detailed report of the 
Situation at the Great Salt Lake. Mapping routes, logging factions and 
tribes for future conquest. They are currently stationed at an old 
motel, they've constructed simple tire-fortifications and raised the 
flag of their Legion, fixed above a crucified (dead) White Leg as 
warning. 


Each member is a formal tribal of the Grand Canyon, each from a 
different tribe so as to discourage kinsmanship when away from 
Caesar's influence. Each member is equipped with standard Prime 
Legionary armor and weighty Fire Axes, although Gallus their leader 
carries with him a Hunting Shotgun. 


Offish but not aggressive to wanderers, they're quick to question 
intentions but anyone willing to trade or exchange services for 
Copperheads (Arizona currency), they are open to conversation. 
Especially if it means learning more about the area. They will also 
tell the players of the Legion, albeit a cleaner and prouder version 
of reality (a vast army of united tribes with a single purpose of 
civilizing the Wasteland and bringing order.) 


Gallus is keen to not only perform his duties, but to also return with 
resources and wealth in order to impress his superiors and potentially 
improve his rank. 
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Most recently they took a trip to the Great Salt Lake and faced a 
middling White Leg encampment along the shore. Caelus was killed in 
the attack by an unlucky spear strike to the throat, but the 
Legionaries were overwhelmingly victorious. A quick but bloody 
massacre, especially considering they were vastly outnumbered. 


What complicated things, however, was the discovery of a child at the 
camp. An infant. Unwilling to abandon the child, Gallus told the 
others that the child would become a future Legionary, but privately 
it was out of a sense of sympathy and perhaps a distantly buried 
desire for fatherhood. The infant is now cared for in Gallus's room in 
a makeshift cot fashioned from a laundry basket. He feeds the child 
with their small pouches of Brahmin milk, but keeps the boy close at 
most times. 


Each of the Legionaries has their private misbehavior, Gallus with his 
unbecoming attachment to the child. Lars has been secretly scavenging 
Nuka-Cola and has formed something of an addiction, willing to pay 3x 
the usual price for a bottle. His behavior that of someone emotionally 
stunted - an adolescent never given a childhood. Caius is mostly 
Silent and is often found staring into space, patting his legs in some 
sort of rhythmic pattern. If asked, Gallus will thank the players for 
notifying him of this - as the rhythm is an old tribal beat of the 
Fredonians - something he should have forgotten. 


Gallus is concerned about feeding the child for the long journey back 
to Magnum Chasma, but is unwilling to leave the camp. "Officially" 
because he is concerned over White 
Leg reprisal (who have made pitiful 
attempts at prodding their 
fortification - hence the 
crucifixion) but privately because 
he does not wish to leave the child 
alone. He will pay the players to 
find a surviving Super-Duper Mart 
to find suitable items (baby 
formulae primarily). 


If asked about Jericho, Gallus will 
be more than willing, being able to ~ i 
bring back soldiers (the men) and slaves (the women) to Magnum Chasma. 
The only condition is that those too sick, weak or mutant (i.e Bob) 
will be left behind. If they do this, they will be presented with a 
crudely made metal bull token, a symbol that the players are friends 
of the Legion. 
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Section 6: Important Tribes of Utah 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=dGVk X01zaQ&t=13s 


The 23*¢ century has resulted in the boom of tribalism across the 
Wasteland - isolated societies and groups resorting to primitivist 
lifestyles. Though there are countless groups, small bands and camps, 
across the Wasteland, these are a small number of notable tribes that 
lie in Central and Northern Utah. Many of the tribes in the Four 
Corners are a result of mixed culture of survivors from Native 
American reservations such as Uintah and Navajo with other groups, 
leading to a variety of cultures and languages with shared lineage and 
connection, making translation of tribal languages manageable. 


The Eagle Rock Tribe 


The Eagle Rock tribe are descendants from the crash of an 
Eagle Rock Airlines flight that was cut dead in the air by 
the electromagnetic effects of the bombs dropping - 
thankfully the skill of the pilot, Ekon Musa, allowed them 
to crash (relatively) safely in the Uinta Mountains. 
Survival was harsh in the time after the Great War, food 
was scarce and the survivors were faced with resorting to 
cannibalism - wounded from a chest injury in the crash and 
dying slowly from respiratory complication, Captain Musa 
volunteered himself after death for consumption as an 
example - they would need to eat their dead, and that was 
okay. Survival was paramount. So, they did so. 


Today, in 2253, the tribe that calls themselves Eagle Rock still live 
at the site of the crash, mostly relying on mutant Gecko trapping for 
survival these days - but the practice of cannibalizing their dead is 
still in order, something of a religious ritual. The Captain is 
revered as a deity - and the wreckage of the plane is covered in 
paintings depicting the Great War, the crash and the Captain as a 
messianic figure offering himself up for cannibalism - painted in a 
red that is decidedly unclear if it is paint, or dried blood. They 
believe that in death, they will join the Captain soaring amongst the 
skies freely, if their body is eaten by their fellow tribesmen. 
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The Eagle Rock tribe have recently been visited by a New Canaanite 
Missionary named Johnson, who wished to convert them to the Good Word. 
After some initial tribulation, he was accepted as a guest into the 
tribe, but steadfastly refused to participate in any cannibalistic 
meal. However, the Eagle Rock believed this was a necessary welcoming 
ritual and so lied to him - feeding him human flesh disguised as Gecko 
meat stew. Unfortunately, this had severe effect on Johnson, who 
became ill and eventually bedridden. 


If the party arrive with Pablo’s expedition, they will find a near- 
comatose Johnson. Doctor PCs can deduce he is suffering from kuru - 
highly skilled Doctor PCs equipped with Doctor’s Bag(s) can help 
stabilize him and bring him around, but this is only a temporary 
measure. He will shortly die if not treated. Pablo wishes to bring him 
back to New Canaan for medical treatment and prayer, however Doctor 
PCs who have been to the Boulder Dome will recognize that only the 
technology there is capable of saving him. 


The Eagle Rock tribe wear basic tribal leathers derived from their 
Gecko trapping and wield blades sharpened from fragments of the plane 
wreckage. Their Shaman uses the pilot headset to commune with the 
Captain and the spirits in the sky. 


The Tar Walkers 


The Tar Walkers are descendants of workers on the 
failed, ecological disaster HADES facilities 
established by Poseidon Energy and survivors from 
the Uintah Reservation. Both the workers already 
having an existing Native population amongst the 
workforce and the influx of Native survivors mean 
that the Tar Walkers speak in a blend of English 
and Ute language. The Tar-Walkers believe that 
the ecological disaster left behind by Poseidon is the poison of the 
Great War, and that they are bound to protect these sites to ward off 
the spirits from poisoning the Earth further. They have thr camps at 
each HADES facility, they used to have a fourth, at Burham Springs, 
before Phil’s Prospector crew forced them out. 


Their naming conventions are a mix of Ute descended names and that of 
construction, industrial equipment names. Their signature weapons are 
that of pickaxes and industrial gear such as Industrial Rivet Guns. 
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The Crazy Horns 


The Crazy Horns tribe live in what used to be 
known as the Manti La Sal National Forest, now 
simply called Highpool. They are descended from a 
troop of boy scouts that were on a trip in the 
forest when the bombs dropped. In true ‘Lord of 
the Flies’ fashion, their descent into tribalism 
was near instantaneous. Capturing any women, they 
could find in order to rape and reproduce, what 
would later become the Crazy Horns began to 
become incestuous with their vastly warped ratio of men to women. This 
was eventually remedied by the arrival of Native survivors from a 
nearby reservation, who had been pushed out of their area by raiders. 
Local Big Horn sheep became their only means of survival, and 
eventually strange idols of worship. To this day, they venerate th 
“Great Horn” - a skull of an unmutated Big Horn sheep mounted upon a 
spear in the center of their village. Today, they farm Bighorners and 
most of their clothing is made of Bighorner hide and fur. Crazy Horns 
gain their name from their tendency to cull young Bighorners and wear 
their skulls as helmets. They speak a mix of English and Ute. 


Male homosexuality is extremely common amongst the Crazy Horns, and it 
is expected that a man will have a “mate” (female) anda “partner” 
(male) at the same time. However, women are not allowed to do the 
same, and there is still a lingering patriarchal culture from their 
early days as marauding rapist teenage boys. Though they have a deeply 
unpleasant past, in the present day they are a peaceful and pastoral 
tribe, and since they record no history, nobody will ever know. 


The White Legs 


Descended from the survivors of the Great War from the 
desolate region around Salt Lake City, the White Legs 
are a tribe formed out of a broad cross-section of 

Americans of different ethnic backgrounds, including 

Native American and various European ethnicities, from 

pre-War tourists trapped in post-nuclear North America. 

Having emerged in the desolate environment of the Great Salt Lake, the 

White Legs have traditionally painted themselves white to blend into 

their homeland, and have learned to survive as master scavengers. What 

they cannot obtain by salvaging, they obtain by raiding other tribes 
and communities. They are exceptionally adept at war and taking by 
force, although limited by primitive weaponry they are experts at when 
to retreat and when to prod for weakness, or predation through 
attrition. This has alienated them from other inhabitants of the 
wasteland, especially tribes in regions around the Great Salt Lake 
near the ruins of Salt Lake City, where their primary camps are 
normally located. 
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The Bone Dancers 


The Bone Dancers live in the ruins of Park City, 
Utah. Descended from survivors of an international 
film festival and locals, what were once artists and 
movie-makers descended into violent cannibalism and 
their artistic roots transformed into horrifying 
sadism. The Bone Dancers have a simplistic occultist 
religion wherein they practice cannibalism as a form 
of worship at their “Temple of Blood” (An Old-World 
movie theatre). They believe that they absorb the strength and souls 
of those they eat, and please their dark “God” in the process. They 
carry spears, knives and bats. They wear tribal leathers but adorn 
themselves with the skeletal remains of their victims. They value the 
flesh of the young as the most pure and powerful, but eat outsiders 
only. 


The Dead Horses 


The tribe known as Dead Horses live at Dead Horse Point 
next to the Colorado River. It is composed of the 
descendants of refugees from Res, east of the Grand 
Canyon. It is believed their language is a combination 
of their own and that of travelers who were visiting 
when the Great War occurred. Most of the Dead Horses are 
designated as scouts. The full-fledged scouts 
occasionally leave chalk murals and pictographs to guide 
the less experienced ones during reconnaissance or to 
lead warriors to good hunting grounds. They wear basic tribal leathers 
and carry wooden clubs. 


The Dead Horses are individualistic in the way that they govern their 
personal lives. They are democratic in matters concerning the tribe as 
a whole. Usually, the only decisions made autocratically are those 
regarding conflicts with outside groups. The Dead Horses believe that 
pre-War areas are taboo and are marked as such with white handprints. 
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Section 7: Heatbreak Hotel 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=kdzbuXYnwfE 


Located in what was once Delta, Utah, Heartbreak Hotel is a slaver 
town centered around an Old-World Hotel with the same namesake. It's 
been run by Heartbreaker, (a name he took when he established himself) 
formerly a leader of a band of wandering raider-tribals, for about 15 
years. The town is surrounded by junk fortifications, and originally 
acted as a chem-lab, but that "industry" has taken a second rung to 
their new bustling business of slavery. Most of Heartbreaker's men 
live in the old hotel, but a handful live in the suburban ruins that 
surround the slave pens in the town square. The Hotel itself and the 
ruins of Delta were flush with Old World rations and supplies of which 
they still take from. Next to the Slave Pens is the Brahmin Pens, 
where the Heartbreak Slavers organize and pack their caravans to head 
to Los Alamos or the Grand Canyon. 


Heartbreak Hotel's primary customers are the Bone Dancers, Rebirth and 
Caesar's Legion. 


Heartbreaker Slavers dress in armored Bellhop Uniforms and take pride 
in their "professionalism" in their business. Carrying decent armed 
power, with most carrying firearms. They keep stringent records of 
their transactions and talk in very businesslike manner about 
"quarterly revenue" and quotas. 


Heartbreaker himself lives in the "Honeymoon Suite" of the Hotel wher 
he hosts a vast harem of slave girls which he calls his "Sweeties". 
Heartbreaker in his time since taking over has grown rather fat, his 
belly protruding from the Old-World Hotel manager uniform he adopts. 
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Heartbreaker is protected by a loyal bodyguard, his closest friend 
from the old tribal running days, Koro. Unlike Heartbreaker he's 
maintained his physique and is a stonewall of an unarmed fighter. 


Heartbreaker loves Old World music and 
basically has it constantly playing throughout 
the hotel and on speakers in the town square, 
considering himself something of a disc 
jockey, his holotape record collection in his 
suite something he takes great pride in. 
There's some sentiment in the camp that this 
old-world pageantry is stupid and they had 
more dignity back in their tribal days, but 
Heartbreaker reassures them that since they 
took this get up, business has never been 
better. Without it, they wouldn't have got the 
Rebirth contract. 
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Heartbreaker periodically hosts parties with his men where they drink, 
get high and participate in rape-orgies with their slaves in order to 
raise morale and remind them why they're in this business. 


Heartbreak Hotel is currently at war with the 80s war party located 
further southwest down Highway 50 as Heartbreak Slavers took two 80s 
warriors’ captive and currently hold them in their pens. One of them, 
White-Liner, is a Prisoner 13. Heartbreaker considers these bargaining 
chips, but he is sorely, sorely mistaken. Riding high on his victory 
against the 215 Vultures and their warlord, Thunderbird, he fatally 
underestimates the 80s. 


The party can have relatively easy entry to Heartbreak Hotel if they 
appear as civilized customers. Either buying or selling slaves. 
Selling Chems is also a bonus. 


Quests in Heartbreak Hotel: 


Bounty Boogie: It’s rumored that Thunderbird is still alive somewhere 
holed up in an old bunker on the Nevada border. Find the bunker, kill 
Thunderbird and receive a prize bounty. A good place to start might be 
tracking down remnant bands of the 215 Vultures in the ruins of Provo. 


Tango with the 80's: Stop the war against the 80s. Either through 
negotiation, or assisting in conquest. The only negotiation they will 
accept will be bulk deal in ammunition and vehicular parts - if 
brought up, Heartbreaker will recall the dune-buggy wreck. 
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Soundtrack Atmosphere: https://www.youtube.com/watch?v=ahvtfQ90WbY 
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Bookboys and 


Their views on gender are fluid. Determined by your worth as a 
warrior. You're either a road warrior (masculine) or a skag 
(feminine). What's between your legs doesn't matter. They cook up 
battle Chems to pump them in battle and send them crazy, willing to 
savage their enemies and die for glory. 


They unfortunately lost their glory and their ancestral highway in the 
"Road War" where they fought the Desert Rangers, the NCR and the New 
Canaanites. This loss lingers like a shade, and they vow to get 
revenge. Though their war camp is low in number - much like the Desert 
Rangers one 80 is worth multiple your typical raider. 


Sandcrawler's clan are a scouting war party basically just trying to 
earn some cred and respect for when they return to the badlands where 
the bulk of the tribe lives. Sandcrawler wears a juvenile Deathclaw 
skull as a helmet decoration, with car keys hung like a chain 
decoration mullet on the back 


To even enter their fortified Utah warcamp, "Motown" based around an 
old motorbike garage, you either need a motor-sigil or they ask you to 
bring them tribute in the form of heads. They've been pestered by a 
nearby nest of White Legs. You bring their heads, and they'll reward 
you with New California dollars or ammo. 


From there you can enter their war camp as a bubba. Their weapons 
market is probably one of the flushest on the map in terms of ammo. 
You'll find NCR gear, New Canaanite weapons and stocks of high caliber 
ammunition from the Desert Rangers from their conquests. 


White-Liner, a Prisoner 13 is second in command to their Raid-Chief, 
Sandcrawler, who's leading the war party. White-Liner has been 
captured by the Heartbreak Hotel alongside another 80. 
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Quests in Motown: 


Raid Heartbreak Hotel: Heartbreak Hotel is a warlord fort ran by 
Heartbreaker, the 80s are currently at war with him. Needs inside 
sabotage, when the Hotel is weak the 80s will surge and begin the 
raid. From there everything you kill and take is yours. Should flush 
the players with loot. Following victory, Sandcrawler will sever 
White-Liner’s arm to give the players his Prison-Boy should they so 
wish. 


Raid Jericho: Weakest of the Bookboy clans, they probably won't even 
fight back. The sheriff there is an old enemy from the Road War so 
his head has to go, but if the rest don't fight back then it's just 
whatever you can take. 


Raid New Jerusalem: Stronger Bookboys. They'll put up a fight. 
Funner. Well protected though, needs cracking open like Heartbreak 
Hotel. 


Raid A New Canaan Caravan: Bring one back alive so they can beat out 
of him their route plans. They'll change them when they catch wise 
but gives the war party a feed of the good stuff whilst they're 
rocking. 


Raid Wendover: Word from a Runner band out west, heard her roaring 
up the ancient road. Stealth mission, hide in the dunes. Waiting for 
Desert Rangers to turn up in a Highwayman. Difficult fight against 
thr well-armed. From there, the 80s will celebrate, take the 
highwayman and bid the party adieu as they rock back to the 
Badlands. Sandcrawler will promise you a road band will be at Van 
Buren if you should need them. 


Additionally, if the party are trusted Bubbas, they can bring the Dune 
Buggy from Provo way to Motown, this will increase your rep with them 
further, and they'll help you fix up the Buggy into a working, beating 
machine. 


Reaching Idolized status with the 80s grants the perk “Way of the 80” 
which grants an additional +5 Damage with Sawn-Off Shotguns and allows 
for a free attack if a full turn of AP is spent moving. 
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Section 9: Moab Uranium Processing 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=n4SVNVCEEn8&t= 31s 


Prior to the Great War, Moab was the site of a Poseidon Energy Uranium 
Mine. The idea was that it could be processed and mined on the same 
site for efficiency purposes. 


Post-War, the greatest utility of Moab is the bridge the crosses the 
Colorado River. A common point for travelers seeking to cross from 
Utah to Arizona or vice-versa. You’ll find passing traders, wanderers 
and highwaymen attempting to make a quick buck in equal measure. 


The old Uranium mine on the other side of the hills, however, has 
become a no-go zone. The old machinery has been untouched by 
Prospectors, partially due to the presence of radon gas, but primarily 
because of The Moabites. Strange, humanoid mutants with enlarged 
skulls and large claw like fingers that dwell in the caves around 
Moab. Thankfully, they can’t seem to stray far from the radon gas and 
the Uranium, but occasionally packs of them will straddle out into the 
desert to claim the life of some unlucky traveler heading their way to 
Arizona. 


One such claimed life is that of a New Canaanite Missionary, found 
recently gutted, scripture in hand, at the entrance to the Moabite 
mines. Seems preaching to the heathens didn’t go too well. 
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Arizona 
Section 1: Magnum Chasma 


Soundtrack Atmosphere: https://open.spotify.com/track/30BioNc4xMcwW4X7mnRIbE?si=cea6dd1f32064089 


We all know the story of Caesar and the birth of the Legion. Soon, the 
whole of Arizona will know (some version) of it too. So, there's no 
need to waste words. As of 2253, Caesar has conquered 12 tribes and 
swells his ranks by employing nearly every slaver group in the Four 
Corners to bring him stock for servitude or in war. 


The many fires, tribal beats and swarms of marching bands can be seen 
far before initial arrival, surrounding the entire Grand Canyon. At 
night, the interior of the Grand Canyon is lit by dozens upon dozens 
of camps, burning fires and torchbearers moving back and forth. A 
swarming hive of activity. 


The outer edges are interspersed at equidistant intervals with 
numerous fortified outposts. Each camp named and in constant 
communication. Basic walled fortifications and outposts means nobody 
approaches the Grand Canyon without being seen and intercepted. 


Ascending trails leading from the canyon floor to the surface, whether 
natural or constructed by the Legion, are frequently trafficked. Pack 
Brahmin led by Legionaries or slaves carrying supplies to and from. It 
never ceases. Entry into the canyon itself is strictly forbidden to 
outsiders. 
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Non-Legion are directed to the southern ridge outside of Magnum 
Chasma, where the bulk of activity lies. Where the Old-World Grand 
Canyon Village once stood. 


Here, there are thr hubs of interest: The Forum, The Servus 
Consortium and Caesar's Fort. 


The Forum 


The lightly wooded road into the Forum is lined with the crucified, 
beneath each a wooden plaque inscribed with their crime - "Savage" 
"Thief" "Degenerate" "Pusher of Chems.” - These plaques are not common 
to all crucifixions, but are signals to newcomers of the Legion's 
sense of justice. A warning before your arrival. 


The Forum itself is a bazaar of tall, open market tents (their fabric 
crimson of course) filled with Legion Fabers or slaves working the 
stalls, buying and selling with merchants from across Arizona - mostly 
from smaller communities but larger caravans from Phoenix and distant 
Two Sun have recently arrived to investigate. Most notable among them 
are the weapons traders - the Twisted Hairs. A group of stoic tribals 
allied to the Legion, - they wear neatly tied dreadlocks and are armed 
to the teeth. 


With the bounty of the Grand Canyon and the recent defeat, current 
assimilation, and harvesting of resources at Flagstaff -, the Legion 
is flush with food and clean water. Fair prices and safe dealings have 
meant they’ve become a big attraction compared to the tribes of 
Phoenix or Zoner warlords. Traders aren't quite sure what to make of 
the Legion yet, but business is good. In the future the Legion will 
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become self-reliant (the Legion currency has not yet been devised) and 
razor focused, but as of now Magnum Chasma is a necessary blast 
furnace for future conquest. The Bazaar is flush with Copperheads to 
trade and mid-to-higher level items to purchase. Nothing too fancy, 
but valuable. This, Motown and Rebirth are probably going to be the 


party’s biggest stocks of purchasing ammunition. 


At the center of the forum is an old National Park building. On the 
roof at an overlook (once a rooftop cafe) across sits the Centurion 
Titus of Chasma. Surrounded by tables of maps, paperwork and kept cool 
by his two slave girls. He is the master of the Forum and the 
Centuria that polices it. 


Unless you are a trader, you're in the Forum for mercenarius 
work. Which means you speak to Titus. Titus holds the smug 
imperialist superiority of all Legionaries but is otherwise 
charismatic and largely pleasant - the reason he was assigned 
to deal with The Forum. In this era, the Centurions still 
maintain their Roman-fashioned helmets, but their armor is 
that of regular Legionaries, with the exception that their 
chest armor is made of reinforced metal armor with a handful 
of tribal tokens as worn trophies. Titus keeps a Super Sledge 
at his side. 


Titus has a number of mercenarius jobs to be done, either to earn the 
favor of the Legion to petition Caesar for entry to the Grand Canyon 
or simply to earn money (or both). Engaged in war with the many tribes 
of Hecate, the Legion is teetering on the edge of overextension and as 
such requires mercenaria to come to its aid in smaller matters. 


Quests at The Forum 


Monster Hunter: The Great Gila tribe has recently been conquered and 
is undergoing the process of assimilation. To fully break them, their 
"God", their Great Gila, must be exposed as simply an oversized (hippo 
sized) lizard. However, Legionaries have either had trouble finding it 
or been savaged by it. Track the monster in the narrow canyonlands and 
bring back its head (somehow) to show the former tribesmen that Mars 
and his Son are the only true Gods. 


Painted Black: The Legion have received word that one of the Daughters 
of Hecate has embedded herself with the Painted Rock, a powerful but 
isolationist tribe. This corruption must be stopped. Either 
assassinate her or expose her as a charlatan. If she's killed, her 
head must be brought back. 
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Laser Gear Rusty: To the southwest, there is a tribe by the name of 
the Rusty Hooks that live inside the ruins of Bloomfield Space Center. 
The facility is surrounded by automatic laser cannons that fire on 
anyone not wearing an Old-World staff-ID badge. Find a way to 
infiltrate the camp and permanently disable the cannons so that the 
Twisted Hairs can occupy the camp on the Legion’s behalf. 


Slave Runner: One of Titus’s favorite slave girls, Mira, recently 
escaped along with a rogue Priestess. She’s apparently in search of 
Fort Cochise, home to the Desert Rangers. He thinks she'll get lost in 
the desert and die, and he’s worried about her. He points the party in 
the direction of Alexander for the job, a Slave Runner at the Servus 
Consortium who will lead the track. It’s a personal job so the pay is 
higher. 


Illicit Materials: One of the merchants in the Forum bazaar has been 
selling Legionaries Cat’s Paw magazines. Titus would quite like you to 
find out who. 


The Servus Consortium 
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Located East of the Forum, in the Old World what was the “Desert View” 
area of the Grand Canyon, is the Servus Consortium. A rather straight 
forward affair. The Legion's expansive slave market, where slavers of 
the Wasteland come to bring their stock to Caesar. Overseen by the 
tall, lanky Centurion Octavian from the Desert View tower. Octavian is 
extremely numbers and business -- minded, often overtired. In the Old 
World he would have been a stock trader. The Servus Consortium is a 
mess of market tents, cages and fenced off slave pens. 
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Alexander can be found here at the Servus Consortium, donned in Metal 
Armor and wearing a Welding Mask, he doesn’t speak much. He’s known in 
Magnum Chasma as the best Slave Runner in the area. He will lead the 
party on the track for the escaped slaves. Much to the dislike of 
other Slave Runners, Alexander has returned from his temporary 
disappearance: He’s a Prisoner 13. 


Quests at Servus Consortium 


Humans for Sale, Cheap: Self-explanatory. Selling slaves. 


Slave Running: There are other jobs and other escaped slaves to hunt 
besides Titus’s. A mix of tracking and detective work. 


Mystery Disease: There's been a problem of slave illness and death 
ravaging the eastern slave pens. Octavian isn't sure why. Doctor PCs 
can discover that their water source is lethal and they're suffering 
from cholera. Further investigation can reveal, however, that this is 
an intentional sabotage, and that there is a spy of Hecate in the 
camp. 


Caesar's Fort 


Located West of the Forum, Caesar’s Fort is located at the former camp 
of the Ridgers, and is the most well-protected portion of Magnum 
Chasma. The surrounding areas are active war camps that players must 
pass through to reach Caesar’s fortress. At it’s center a series of 
luxurious tents where Caesar and his upper crust live and strategize. 
Only those of Caesar’s Invite may enter. 
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The young Caesar's demeanor is different 
to that of his Mojave era. In this time, 
he's still got a head of (shortly 
cropped) blonde hair and is deceptively 
charismatic; however at the right times 
his sardonic brutality and sense of 
superiority bleeds through as always. In 
this time, he doesn't have the privilege 
of decades of secure tyranny to afford 
him the irritable, maniacal state we find 
him in in New Vegas. He's stoic if not 
affable, gentlemanly almost but at all 
times maintains a sense of power and 
command of respect - through subtlety 
rather than through (as he can later 
afford) blunt demand. He is constantly 
guarded by his Praetorians. 


The only way the party can come face to face with Caesar is if they 
are in need of entry to the Grand Canyon and have earned enough favor 
with the Legion to warrant it, or if they have already either killed 
Hecate or become a major thorn in her side. 


The state of the war with Hecate is as such: The Legion has better 
strategy, logistics, and command. Three of her tribes are backed into 
a siege situation without the provisions to last through it. Caesar 
states that when they begin to starve like vermin, their pathetic 
Goddess nowhere to be found, and they need to eat each other alive, 
they'll eat the Daughters of Hecate first. Only then will the Legion 
move in. But Hecate has the numbers by a significant margin and her 
usage of poisons is crippling to the Legion. It's a fight he is 
confident he can win, but it will take a significant chunk out of the 
Legion to do so. So, he'd rather end things quickly. 


If the party plays it cool as regards their need to go into the Grand 
Canyon (i.e don't reveal how critical it is) and navigate the 
conversation with Caesar well, in addition to having rendered the 
services of Titus (or only some of Titus and assisted Gallus in SLC) - 
Caesar will grant them passage. If they navigate the conversation well 
but haven't curried enough favor, they will have to do Titus's tasks. 


If they blow their poker face and fall into Caesar's conversational 
trap to get them to expose how much they need to get into the Grand 
Canyon, he'll level it as such: Bring him the head of Hecate and not 
only will he grant passage to the Grand Canyon, but he will also 
greatly reward them (high level weapons of their choosing + 
Copperheads). Otherwise, they can leave. 
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Bottom of the Canyon 
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After finally being granted 
access or somehow making their 
way down, the party will reach 
the bottom of the Grand Canyon. 
Vast canyons, rivers and oases 
lie, interspersed with countless 
training camps for the adult and 
young alike. For the young boys, 
martial training to make them 
into relentless fighters. For 
the young girls, induction into 
the Cult of Mars, most destined 
to become servants, but a small 
few to become priestesses that 
will educate and heal 
Legionaries. 


The real prize of the Grand 
Canyon is the half-buried 
wreckage of BOMB-O01. Inside, a 
barely intact ZAX Unit holds a 
memory can required to save the 
Boulder Dome, and perhaps even 
the whole Wasteland, from the 
New Plague. 
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Pre-War History 
Prior to the Great War, the outskirts of Flagstaff were home to a 
Vault - Vault 24. 


Vault 24's experiment was that it would be installed with a relatively 
Simple older-model ZAX-Q AI called "Grandmaster." At random but 
consistent intervals, the Grandmaster would call a chess tournament 
from amongst its population. Victory would mean resumption of the 
status quo; failure would mean some kind of punishment. Reduction in 
entertainment tapes, sealing the recreation room, no more Fancy-Lads 
in the cafeteria, that sort of thing. The punishments were intended to 
scale in severity in order to cultivate a population of grandmasters, 
the logic being that it would instill (and breed) a ‘strategic 
mindset’ in the population, doing so through an enjoyable game. 


There was a design oversight, however - Vault-Tec had given ZAX the 
simple directive of scaling punishments. It did not think it would 
lead to ZAX breaching basic ethics; protocols and putting the lives of 
the population of the Vault at danger due to the lack of explicit cap 
in the scale of punishment. 


And so, after a final string of failures, the Grandmaster’s final 
tournament came: failure would deployment of automated security to 
execute half the population, and the sealing of major sections of the 
Vault. The Dwellers lost the tournament, but they had prepared 
beforehand (the Grandmaster was a rather simple AI and unconcerned 
with the Dwellers making obvious preparation). They organized a rushed 
exodus from the vault as turrets and service bots turned on them. 
Fleeing out, the Vault door sealed behind them. A handful didn't make 
it out before the Grandmaster sealed the door. 


The rest emerged in the ruins of Flagstaff in the late 22nd Century. 


99 


my bn gM 


Soundtrack Atmosphere: https://www.youtube.com/watch?v = QI3ZJX3IFak 
Scrappertown 


Flagstaff was hit with a single warhead, obliterating the center of 
the city and the state capitol, leaving behind only a blast crater. 
Otherwise, it's fared alright. Picked over by wanderers, wildlife, and 
the creeping comeback of nature. 


Out on the lightly wooded outskirts of Flagstaff a group of 
prospectors set up shop, calling their little outpost Scrappertown. 
When the Vault Dwellers arrived, it was quite a shock, but the two 
began to mingle. The Vault Dwellers helped shape Pickertown into a 
larger, more respectable community whilst the prospectors clued them 
in on the nature of the Wastes. Eventually, one former Vault Dweller 
discovered spring water access on the outskirts on the opposite side 
of the city. They set up an outpost and kept their flow of fresh water 
a closely guarded secret, knowing what attention such a thing would 
bring. They had Brahmin, junk, crops, and water. They didn't need the 
outside world. 


But generations later word got out. A raider-tribe called the 
Altonians came in great numbers and took over Flagstaff, using their 
control over the springwater to control Scrappertown. Arbitrary tithes 
and debts led to trades of sexual favors, concubines, and full-on 
slavery for Scrappers to be sold to places elsewhere like Phoenix. 
Life under them was akin to life under a mafia. Petty beatings over 
disrespect and interest on debts that can't be paid. 
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The Altonians were chem dealers by trade, establishing a large lab and 
selling chems and water to Phoenix. For many years, the people of 
Scrappertown lived under the parasitic cruelty of the Altonians. 


And then, in late 2252, Caesar's Legion arrived. 


Legion at Flagstaff in 2253 


Soundtrack Atmosphere: 
https://open.spotify.com/track/1QIg6LKjTSEKGECRIV5E5q?si = 94a29bb75(56489e 


A Century of Legion under Centurion Remus of 
Magnum Chasma besieged the Altonians. It wasn't 
exactly an easy fight, but Remus was determined 
to conquer Flagstaff without need of 
reinforcement. Eventually, he did. 


In victory, he burnt down their places of 
debauchery. He brought their chiefs and headmen 
to their chem lab, force-feeding their own chems 
until they painfully overdosed. Those who 
resisted or were useless, he crucified along I- 
40. 


Since the dawn of 2253, Remus has been shaping 
Flagstaff into a Legion war-camp. The remaining 
Altonians have been pressed into Legion service 
or enslavement. They are having their prior ways 
beaten out of them and Legion values instilled. 
The male children are raised by Legionaries and the female children 
are raised by a handful of Magnum Chasma Priestesses. Most of the 
girls will become servants, a small handful Priestesses. Some of the 
adolescents and useful young men are repeatedly pitted against wild 
animals and each other in a repurposed Old-World arena: Survivors have 
the privilege of Legion training. Others are taken on safe, well- 
stocked scouting journeys by Legionaries who feed them tales of glory, 
wealth, and ambition. The intention is to instill division and 
jealousy amongst the former tribesmen to ablate the remains of their 
kinsmanship. 


Flagstaff is the first major settlement of the Legion outside of 
Magnum Chasma, primarily due to its store of spring water. Usually, 
conquered tribes are enslaved and brought back to the canyon. 
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Scrappertown has been told their situation is such: they must 
construct a tannery and manufacture leather armor for the Legion, and 
give a portion of their harvest in tithe. In exchange, they receiv 

the protection of the Legion and spring water. The Legion are 
overwhelmingly consistent, this isn't a one-time haggle, this is a 
long-standing arrangement on fair terms. Occasionally, additional 
citizens of Scrappertown will be recruited to help in the construction 
of fortifications or in running caravans to Magnum Chasma, but they 
are (usually) compensated with a handful of Copperheads. Otherwise, 
they are left to their own devices. 


All of the Scrappers prefer the Legion to the Altonians, though they 
miss the independence of the bygone era. But most townsfolk have 
simply accepted that this is the way things are in Arizona, and they 
were always living on borrowed time. 


Quests in Flagstaff: 


Beastmaster: Retrieve more wild animals for the arena, such as dogs, 
Radscorpions and Giant Ants. Finally, a Cazadore. 


The Greatest Game: Crack open Vault 24 to secure its stock of supplies 
for the Legion. Players will have to play a chess game against the 
Grandmaster or face a combat dungeon 


New Canaanite’s Burden: Two Scrapper children have gone missing. The 
local Legionaries believe it is connected to a known missionary in the 
region building a “flock of innocents” out of the children in the 
heathen Arizona. This includes Altonian children. A small number of 
Legionaries have cornered him to a dilapidated ruin, but they’re ina 
stand-off as he’s rigged the place to blow unless he’s allowed to 
leave with his flock. He is terrified of the fate of him and his flock 
should he surrender. He can be talked down, convinced to escape, 
convinced to surrender, it entirely depends on how the players react 
to the situation. 
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Section 3: The Twisted Hairs 


One of the most well-known tribes of Arizona, the Twisted Hairs are a 
presence across the entire state. They speak a blend of Spanish, 
English, and Navajo. They are descended from survivors and 
survivalists from across the southern Mojave and Sonoran Desert who 
gathered along the Colorado River. Dry Wells, south of the Mojave, was 
their first and original camp. To survive in the early days, they 
became nomadic scouts and scavengers, traversing the Wastelands to 
bring back supplies and resources. In order to recognize each other as 
they established new camps, they began to braid and twist their hair 
into dreadlocks, the styling of the locks having individual meaning: 
name, camp, role, et cetera. 


They leave caches and warnings for each other using a system of 
symbols that carry specific meanings known only to them. This culture 
of pareidolia has bled into their view of the world - they take great 
meaning and metaphor in much of what they see around them - and they 
utilize this in order to provide “silent” signals and markings that 
only they alone would know. Their largest and most profitable camp is 
on the outskirts of Yuma Proving Grounds. Though they haven’t cracked 
the bas ntirely, it has left them well armed. 


The Twisted Hairs venerate the idea of higher calling or meaning; 
loyalty and honor define this for most Twisted Hairs. They were 
approached by Caesar for their extensive, thorough mapping and 
knowledge of Arizona as well as their ability to cover th ntir 
state. The Twisted Hairs had great respect for and earnest wish to 
join what they saw as the first breath of something that represented a 
greater meaning - unity, strength, honor. They agreed to be an 
auxiliary force of the Legion; in exchange, the Legion would leave the 
lower Colorado to them. 
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Section 4: Painted Rock 


Soundtrack Atmosphere: https://www.youtube.com/watch?v = axDcW88oHZU&t 


Reservation, 


Descended from surviving German and American tourists at the Painted 
Desert National Park mixed with survivalists from the Navajo 
the Painted Rock tribe have much in common with other 
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Despite their peaceful disposition, the Painted Rock are rather well 
armed, having raided a local national guard armory and still keeping 
the guns wielded by the original Navajo survivalists. This has meant 
they’ve been able to live in relative peace - and isolation. Most 
raider-tribes don’t bother them. 


Previously, the Painted Rock did not speak English, but they were 
taught several years ago by a wandering man named Gray-Yam. Though 
most of the youngsters don’t speak English, the adults try their best 
when outsiders are present. 


The Painted Rock have recently come into trouble. A Daughter of Hecate 
accompanied by a crew of her Sons arrived at their camp bearing gifts 
- ample food and toys for the children. They preached the blessing of 
their Goddess, Hecate, and that should they turn from their beliefs to 
her worship, she will bless them with her sorcery. She gathered the 
Elders of the tribe before a fire and performed illusionary tricks, 
lacing their new food with psychedelics - but this had the opposite 
intended effect. They believed she was a Holy Person with intent to 
harm Mother Erde - evil surrounded her. They warned her away from the 
tribe. To this, she refused. Soon after, the people of the tribe 
became sick, and their Chieftain fell deathly ill. Andrea, the 
Daughter of Hecate, claimed this was their punishment for rejecting 
Hecate and only by begging for her forgiveness could they be cured. So 
they did, and so did the sick heal. 


The Sons meanwhile built a “Hogan” of their own, and surrounded it 
with a symbol in the sand made of rocks - a snake eating its own tail. 
This was the border of Hecate’s magic; should anyone else cross it, 
they will die. Since then, the tribe has been under Hecate’s curse. 
Afraid to cross Andrea and the Sons, they sit in waiting outside the 
tribe’s main camp. Pregnant mothers experience horrible miscarriages, 
and the Chieftain still lays sick in his Hogan atop one of the cliffs. 
He is guarded by his son, Dasan, who wields a powerful rifle - 
Medicine Stick. 


105 


Section 5: Bloomfield Space Center 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=ROqgOai_sMFK 


Pre-War History: 2073 was a turbulent year. Nuclear proliferation reached an 
all-time high and as a reaction to possible nuclear threats, the U.S. 
government completed a space station that housed two-dozen nuclear 
missiles, each carrying four warheads. Named the Ballistic Orbital 
Missile Base, or the B.O.M.B.-001, it was considered the ultimate 
offensive weapon. Protests arose around the facility - what had once 
been promised as a gateway to the stars, colonies on Mars, was now a 
weapon of war. Countless blank checks were being spent on exuberant 
weaponry - and not on feeding the local populace. These protestors 
were put in their place by the construction of a perimeter of high- 
tech Laser Cannons. Protests ceased shortly thereafter. Anyone without 
USSA or US Army ID would be reduced to toasted ashes. 


In August 2076, the Hermes-XIII space rocket was completed and ready 
to launch from Bloomfield. Unfortunately, by October 2076, funding for 
the rocket and Bloomfield had to be drastically cut and diverted to 
Vault technology, thanks in large part to the rising international 
tensions and imminent threat of nuclear war - the launch of Hermes- 
XIII had to be put on hold. All personnel, except for a skeleton 
maintenance crew, were reassigned to other locations. Bloomfield, 
B.O.M.B.-001, and Hermes-X were essentially mothballed. By the time 
the War came, it was already a near-useless relic of a militarized 
space age gone awry. 
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Post-War History: 


The ruined grounds, dark, cold, and dirty buildings, and rusted launch 
platform super-structure might have lain dormant forever if it weren’t 
for the greedy spirits of the Rusty Hooks; a band of raiders who 
wandered the wasteland. In the scorching summer heat of 2198, the 
Rusty Hooks came upon the remote base of Bloomfield. Kyle "The Hook," 
the raider leader, knew they had stumbled upon a great potential home. 
There were plenty of defensible areas, a potential for a rich cache of 
materials, and that giant pointy thing (Hermes-X ) must be a source 
of great power. With the eloquence of a junior-high drama student 
pretending to know and quote the great works of Shakespeare, Kyle 
declared the Bloomfield Space Center the Rusty Hooks’ new base of 
operations. 


Kyle and his chief prospector, Sid, managed to restore basic power to 
the facility - including its perimeter cannons. It took a few toasted 
Rusty Hooks and some looting to discover that they could only pass to 
and from safely whilst wearing USSA ID Cards. They used Bloomfield as 
a base of operations for raids across Arizona, retreating to their 
impenetrable fortress whenever trouble followed back. 


On one particular raid, they captured a Super Mutant named Bear. 
Putting enough bullets in him to knock him for six but not kill him, 
Sid fitted him with a bomb collar around his neck, which Kyle kept the 
remote trigger to. Ever since, Bear has been a ‘loyal’ servant to the 
Rusty Hooks. 


Today, in 2253, the Rusty Hooks are the same vile gang as ever (run by 
Kyle’s son, Kevin) - but now something of a tribe, with families, 
children, and a developing culture as they live in their personal 
fortress. Nobody but them knows the secret of the ID Cards, as they 
keep them well hidden on their person. Bear typically doesn’t leave 
the perimeter and acts as an internal guard: A servant for decades. 


107 
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Section 6: Sonora Air Force Base 


Pre-War History: 


Constructed in the mid-2060s, Sonora Air Force Base was fairly 
standard as a USAF facility until the late 2070s, 


uN 


to what was known as 
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Phoenix won. However, when the Great War occurred the project had not 
reached completion, and so did nothing to stop the rain of Armageddon 
that came upon the Grand Canyon State. 


Post-War History: 


The SAFB has remained a derelict ruin since the Great War, 


periodically being picked over by scavengers. 


However, 


it is highly 


valued by the Twisted Hairs for its strategic location within their 


territory and the vantage point that scaling the Phoenix 


provides. The problem is, however, that a nest of 
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Section 7: Hecate and her Ouroboros 
Soundtrack Atmosphere: https://www.youtube.com/watch?v=Fm98TpaQAVA 


Soa 


History 

_ The young girl Kyros was born amongst 
the Cyclers tribe of eastern Arizona. 
Before the war, they were a cultish 
commune that believed in karmic cycles. 
| After the war, their beliefs changed: 
time was a flat circle, man was doomed 
to repeat the same mistakes and pass 
onto one another our suffering, where 
one has been another will be again, and 
the Great War will come about again. 


Conceived through considerable ritual, 
Kyros was born with a destiny: she and 
the tribe's chieftain, Marrow, would 
» conceive the Time Eater: One who would 
end the cycle of humanity and break us 
free of time's flat circle. 


At age 13 married to Marrow of 23, they 
repeatedly attempted to conceive but to 
no avail. Marrow repeatedly abused Kyros 
until at age 16 she stole a blade and 

‘ stabbed him 43 times in the chest, and 
gouged out his eye. For this murder and for dooming humanity, she was 
sentenced to death by breaking on the wheel, but escaped into the 
Wasteland. Starving and alone, she eventually came to the Nursery and 
Diana. 


When she left she did so flush with knowledge, purpose, and ideas. She 
was Kyros the wife-slave no longer, she was Hecate, the Time-Eater. 
She had learnt much in the way of herbalism and illusion in her time 
at the Nursery. 


She came across the Sidewinder tribe in the Rocky Mountains - 
descendants of the US Army that venerated weapons and armor. At war 
with several other tribes, they were losing due to starvation - the 
tribes had cut off their resources. At first, they approached Hecate 
as a potential concubine - but she had a "spell" ready, expelling a 
blast of colored powder in a cloud from her sleeve, causing the 
nearest Sidewinder to choke - his throat sealing. She warned the 
others she had many such magics - but she was here in peace. 
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She became the tribe’s shaman, healing their wounded. She led them to 
victory by casting "curses," poisoning enemy sources of food and 
hunting grounds. Join her or the curses would continue - and so they 
did so. Using the chemical processes she had learned, she turned their 
enemies’ heads into shrunken tokens worn on the hip by her and her 
followers. She seduced and offered herself to the Sidewinder's chief, 
and together they had a child she called Sampson. She blessed th 

tribe with chemical concoctions that instilled fertility. 


By the time the Sidewinders and her confederation of followers left 
the Rockies, she had gone from Shaman, to Sorceress, to Goddess. All 
the while, she was leading them back to where it had all begun: She 
was leading them back to the Cyclers. 


She declared her return, as the Cyclers tribesmen gathered to the 

gates of their commune: "I am both Time Eater and Hecate. I am your 
Goddess and your salvation from the flat circle of time. Worship me 
and you will be set free." 


Hecate and her followers walked in unimpeded; the few Cyclers that 
resisted were slain and reduced to shrunken heads. What were once 
Temple Followers were now Sons and Daughters of Hecate, and the Cycle 
was reshaped into an Ouroboros. 


The Ouroboros believe that under the Goddess 
Hecate they can escape the flat circle of 
time. The power of her sorcery means all those 
born under the ritual of her worship are free 
from the chains of time and the cycle of 
suffering, and instead of rebirthing into the 
body of another upon death, they will reach 

i the Elysian Fields. This can occur for living 
followers of Hecate, but only through ardent worship and tribute. They 
believe this will ultimately prevent a repeat of the ultimate 

ffering of man - the Great War. They believe they are saving the 
world. 


The standard recruiting process for a tribe under Hecate's grasp is 
such: A Daughter arrives with Sons and preaches the word of Hecate, 
scouting the situation. If they believe the tribe is ripe, they summon 
more daughters. They organize a great campfire which they cast their 
sorcery over - creating strangely colored flames, and through usage of 
rings specially designed to imbue chemicals, they dose the tribals 
with psychedelics and ask them to look into the fire as they fervently 
preach the teachings of Hecate. Feeding them further with aphrodisiac 
- they initiate orgy. 
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In the days afterwards, the deal becomes more practical. Tithe to 
Hecate through your firstborn children and resources, or incur her 
curse (poisoning of hunting grounds and the seeding of farmland with 
chemicals that cause miscarriage). Most take the deal. Those that 
don't are slaughtered by her Sons after a prolonged period of cursing, 
if they don't submit before then. 


Sacrifices of wildlife and livestock are regularly performed upon the 
great altar in the center of Ouroboros, their blood drank by the 
Daughters of Hecate in ritual ceremonies. In recent times, this has 
moved to human sacrifice also - captive Legionaries of Caesar. They 
believe that Mars and his Son are enforcers of the cycle - that the 
patriarchal wrath of man was what forged the cycle and brought the 
Great War, and Caesar will bring it again through the same misguided 
masculinity. Only matriarchy and the guidance of the female can guide 
us out of the Ouroboros of time. 


Children taken in tithe in by Hecate are raised in two segregated 
camps as Sons and Daughters, as tribals of Ouroboros. Daughters are 
raised as cultists, and the Sons raised as servile warriors or 
“pleasurites” depending on their attractiveness in adulthood. 


The Sons of Hecate imbue their blades with the poison of Giant Pit 
Vipers - a species drawn to near extinction by Hecate's doing. 


It has been well over 25 years and Hecate has expanded her parasitic 
influence to 14 tribes beside her own in Northern and Eastern Arizona. 
They have built and achieved little with this growth - a generation of 
worship. 


Ouroboros is heavily fortified. A "tributary" is located outside the 
large junk walls where Brahmin bazaars are located, a wooden statue of 
Hecate at its center (a symbol of power via rare resource ala a gold 
statue) where each visitor must leave a trinket of value at its feet. 
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The bazaar is overlooked by watchtowers on the walls - Sidewinders 
with sniper rifles. The outer bazaars are constantly flowing with 
incoming tribal tributary missions - bands from the Stone Trees, The 
Montezumas, The Red Titans, or even just groups of Sons led by 
Daughters bringing their collected tithe. Most traders, however, have 
switched to trading with the Legion instead (Because of consistent 
pricing, dealing and lack of “tribute”), Hecate met this “betrayal 
with vicious attacks - ensuring her alienation from the Arizona 
merchant economy. Ouroboros itself used to be surrounded by crop and 
Brahmin farms, but these have ceased and disappeared since the bulk of 
tithe began - Ouroboros is entirely reliant on the outside world. 


A 


The outer tributary was once home to a variety of places for travelers 
that since the outbreak of war with Caesar have been closed down, such 
as “The Wanderer’s Rest” which was a hotel and tavern, and now only 
cares for outsiders when they are in the service of Hecate. Such 
places were ran by the elderly of Ouroboros - Sons too old to fight or 
Daughters too old to travel and seduce. 


Inside Ouroboros, life is segregated by gender. The Sons and the 
Daughters live in separate “wings” of the fortress-town, Daughters to 
the East and Sons to the West. The children brought as tribute are 
raised amongst the Ouroboros in collective dormitories determined by 
their gender. The Sidewinders have a dormitory of their own “The 
Snake’s Pit” where they preserve their original tribal culture. 
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The inside of Ouroboros proper can be divided into four distinct areas 


Temple of Hecate: A pyramid constructed of junk with an inner temple 
where the Daughters commune with their Goddess - an Ouroboros styled 
fire pit (the smoke filters through ventilation holes throughout the 
pyramid) surrounded by hand-sown carpets and rugs where the Daughters 
sit cross-legged. Before the fire, a throne made of junk metal, 
adorned with the shrunken heads of former Cyclers. Here Hecate sits 
and theatrically proclaims to her Daughters and Sons who enter her 
temple, only those part of a top-level cadre of Ouroboros. Those who 
have achieved great respect in the eyes of Hecate, or those that 
simply gain her interest. The surrounding area of the lower templ 
beyond this center are full of mattresses where the “Pleasurites” and 
the Daughters participate in Chem-Fueled orgies. An ascending spiral 
staircase leads to Hecate’s sanctum above, a small triangular room 
where she stays most of the day, with a balcony overlooking the rest 
of Ouroboros. 


Realm of the Daughters: Where the women are raised. Fine adobe houses 


adorned in symbols and icons, the young girls educated in Ouroboros 
mythology and in the ways of herbalism and sorcery, which they perfect 
in the “Sorcery Palace”, a circular adobe amphitheater. Here is also 
where the healing of the sick or wounded takes place. The older 
Daughters take on the roles of “potion makers” and alchemists as well 
as teachers, whilst the younger Daughters are prepared for their 
duties. 


Realm of the Sons: Where the males are raised. 
Composed of spartan scrap-metal houses, 
primarily focused around combat training with a 
small mock battle arena, dummies anda fully 
staffed armory. Sexual contact is limited to 
roles as Pleasurites or in reproductive rituals 
(Which do occur fairly often). Sidewinders act 
as combat trainers and teachers for the Sons, 
and also handle the making of weapons. Though 
they receive plenty of armor and spears in 
tribute. 


Ouroboros Square: An engraved Ouroboros symbol on the ground 
surrounding a ceremonial alter table- the center of the city. 
Surrounded by banners of each tribe under her grasp and naked 
worshippers with Ouroboros tattoos on the back endlessly in prayer and 
praise facing the temple. Sampson, her son wearing barely functional 
Sidewinder T-45 and wielding a flamer, can be found here as a lone 
sentry. By night, ceremonies of fire-dancing, sword-swallowing and 
maddened song-like prayers occupy the Square as the Sons and the 
Daughters gather for rituals. 
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Important Characters of Ouroboros 


Quests of Ouroboros: 
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Hecate: At this point you can't tell if she buys her own act. 
Entirely manic and constantly "in-act" as the sorcereress tyrant 
- imitating the Shakespearean flair of Diana but letting her 
vanity and Wasteland attitude bleed through - somewhere between a 
witch and a raider-queen bitch. She participates in the numerous 
vices of the Pleasure Palace and watches from her upper sanctum - 
but never leaves her temple. She requests the head of Caesar from 
all who serve her. 

Sampson: Hecate's only son. Chief of the Sidewinders. An ego 
bigger than his inherited power armor, he believes he's destined 
for greatness and the best warrior of Ouroboros. His stiff, 
malfunctioning armor may slow that somewhat. He's more a 
stationary flamer turret. He will manage most of the quests given 
to the player in this area. 

Gaia: Head of the Daughters and a Prisoner 13 - a stubborn, venom 
tongued, sarcastic zealot in the vein of the women of the 
Westboro Baptist Church. Participates in many Pleasure Palace 
hedonisms 
Martin: A Follower of the Apocalypse from the same 
expedition as Frank and Xian. He was caged by Hecate 
after a verbal dispute, and is on the chopping block 
for human sacrifice, labelled a heretic. 


A Bull Amongst Snakes: As the players arrive a dying, 

bloodied Daughter of Hecate will stumble through the bazaar, 
dying at the gates, her final words a hysterical screaming about 
a spy of Caesar among them. Find the spy. The spy themselves is 
conspiring to assassinate Hecate, and can help agents of Caesar 
in doing so. 

A Single Drop: The Sons of Hecate need more venom, go to the 
southern pits and commit one of the last surviving Giant Pit 
Vipers to death to retrieve its venom sacks. 

Taming of the Bulls: A Legion scout camp has been spotted. Wipe 
them out and bring back their uniforms. Utilize the Legion 
uniforms to disguise yourselves at a Legion camp sieging the 
Gecko-Skinner tribe and put Hecate's sorcery to work - poisoning 
food supplies, leaving wooden charms and generally instilling 
fear, ultimately, their Centurion must be killed. 
Heal Thyself: Martin will beg the players for help in getting him 
out of his cage and escaping Ouroboros - find a way to help. 
Chain-Breakers: Raid slave caravans headed for Magnum Chasma and 
put a stop to them 

The Choked Snake: Someone has been poisoned at the Pleasure 
Palace - no simple overdose. Untangle the web of soap opera tribe 
drama and uncover the killer. 


Section 8: Fort Cochise and the Desert Rangers 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=jR5QO0I9EUSs 
Fort Cochise: 


The Desert Rangers of Nevada began sending scouts, and then 
expeditions, eastwards. Into Utah and Arizona. Ostensibly for the same 
mission as always: to chart the uncharted and protect the weak from 
savagery, frontier style. 


In Arizona they sent forward a single forward scout - Alexandra. A 
cold-hearted steely daughter-of-a-bitch who always preferred solo 
missions and didn't get along with the rest of the Rangers too well 
anyway. In her first few months she made regular radio logs of the 
Situation - it was bad, real bad, and there was nobody like the 
Rangers or the NCR to protect folk. 


But out in the wilds she found herself drifting further from the moral 
calling of the Rangers, to her mind Arizona was a lost cause. The 
people were backwards savages not worth saving. She ended up getting 
more use out of her advanced gear and skillset as a hired gun, and 
eventually ended up working for the Legion as a Slave Runner. At least 
someone was civilizing the brutes - they had better numbers and more 
practical ideas than the Rangers anyway. 


Donned in full Ranger Combat Armor and not the talkative type, few 
ven knew she was a woman in the first place, calling herself 
“Alexander”. They'd give her the details; she'd nod or shake her head 
and move out. By this time, she'd stopped reporting. The Rangers were 
no longer relevant. 
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The Rangers disagreed - clearly there was a frontier out there that 
needed them, so they sent a larger expedition under Ranger Atticus 
Lee. They scouted the land and found an Old-World penitentiary - 
largely abandoned save for a small band of raiders which the Rangers 
made quick work of. They got to work renovating the prison and 
reinforcing the chain-link fencing with junk fortifications and their 
own constructions, making the Prison a little homier. They named the 
place Fort Cochise. 


Things came to a head when a Ranger scout learnt of Alexandra's work. 
They rallied and ambushed her, brought her back to Fort Cochise. She 
was stripped of her rank and armor for dealing in slaves, and 
sentenced to death by hanging. They'd just got the noose ready when a 
stranger arrived at the gate. 


A hysterical, crying woman in heavy rags with what looked like a baby 
in her arms approached the gate. By the time the Rangers got close it 


was too late - she was strapped with explosives. The entire front of 
the fort blew up - two rangers were instantly killed. 


Vhat followed was a full-on siege by the Sidewinders one of Hecate's 
most heavily armed tribes. Equipped in Combat Armor and with Assault 
Rifles they outnumbered the Rangers 3:1, and forced a retreat. The 
Rangers moved into the Western hills. In the chaos, Alexandra 
struggled herself free, nearly dying in the process. She fled north. 
Eventually being picked up into Van Buren. 


For now, the Sidewinders control Fort Cochise and the 
Desert Rangers are left rallied in an Old World 
Solitaire gas station. Only six left. Though they still 
have their armor and their sidearms, their armory was 
taken by the Sidewinders. 


Alexandra has found herself back at Magnum Chasma - 

undecided whether to seek revenge on the Rangers, or redemption. A 
dark, bruised ring still remains around her neck, as she debates 
whether to bring in the escaped slaves heading for Fort Cochise - or 
escort them there. 


The Sidewinders now control the Fort, though the majority moved 
elsewhere to continue the bidding of Hecate, a detachment of 14 
remaining. Led by Delta-Green, who now wears repainted Desert Ranger 
Armor with the snake patterns of Ouroboros, the Sidewinders and the 
tri-spiked crown of those who serve Hecate. Additionally, a Daughter 
of Hecate is stationed at the Fort. The Fort is a strategic location 
between Ouroboros and Magnum Chasma. 
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The Desert Rangers 


You know the story of the Desert Rangers. Badass survivalists out of 
Nevada that took up the ancestral reins of the Texas Rangers. 
Signified by their unique dusters, armor, and penchant for high 
caliber weaponry. Though small in number, one Desert Ranger is worth 
10 raiders. They protect communities from savagery in exchange for 
keep - food, water, and a place to sleep. They ain't mercenaries. 
Their sense of frontier justice is one of their defining 
characteristics. Thieves lose fingers, rapists lose genitals, 
murderers and slavers get hanged. 


They keep in contact through a rudimentary radio system, though the 
further out you go the harder it is to get a clear signal. 


Ranger Atticus and his squad were deployed to Arizona for two 
purposes: Discover the fate of the missing Ranger Alexandra and 
establish an expedition in Arizona. Now they are stationed at an Old- 
Vorld Gas Station. When the players arrive it's clear they've been 
hunting and trapping local wildlife. On the roof of the station, a 
Ranger keeps a keen watch with a Sniper Rifle. There are seven peopl 
at the station, all belonging to Ranger Team Sierra. 
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Ranger Team Sierra 


Ranger Atticus: Fireteam leader. Truest 
believer in the mission of the Rangers with 
the strictest sense of morality, his family 
have been Rangers for generations. His 
grandfather, Tycho, is something of a 
Ranger legend. He'd give his life for 
innocent strangers in a heartbeat. Being 
stationed at Scrapheap in southern Nevada 
mostly dealing with wildlife and the New 
Khans meant he missed the war against the 
80's. He uses a .223 Pistol. Generally a 
man of few words, when he does speak it's 
decisively and with precise meaning. He is 
still assessing the strategic situation of 
the Rangers and Arizona as a whole - 
retaking Fort Cochise is just the beginning 
of a whole slew of problems. Even if it's 
an uphill battle, he won't give in. 


Ranger Ayumi: Born of the Yakuza tribe in outer New Reno, she was 
adopted by the Rangers at a young age when the Rangers defeated a 
Yakuza raiding party. Stationed at Battle Mountain, she was the only 
member of Sierra to be on the frontlines of the war against the 80s. 
She has a good if dark sense of humor. Having scouted the surrounding 
area, she believes that the best path forward is West, taking 
Bloomfield Space Center and killing off the warriors and offering the 
rest an ultimatum: join or leave. The defensive nature of Bloomfield 
is of much higher value than Fort Cochise despite it being less 
conveniently located. She has brought this to Atticus, but the other 
Rangers disagree and wish to avenge the death of the two rangers at 
the Fort, something which is of little concern to Ayumi over their 
mission. She is equipped with a .44 Magnum, her Trail Carbine lost in 
Fort Cochise. 


Ranger Holloway: A mostly silent freak, the Ranger sat with the sniper 
on the station roof. He's the youngest of the Rangers, and was caught 
performing Merc work for the Van Graffs. Forgiven due to his age, he 
was deployed with Sierra to straighten him out and keep him away from 
moneyed interest. Sometimes he seems to enjoy the killing a little too 
much. 
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Zoey and Silas: Twin brother and sister born and raised in the Mojave 
near Bullhead. Both might as well be attached at the hip. Zoey is 
experienced with tribals and tribal diplomacy, whilst Silas is an 
experienced outdoorsman and big game hunter. Both are equipped with 


-44 Magnums, having lost their weapons in Fort Cochise. 


Ranger Ralph: 


Loudmouth of the group, speaks before he thinks a lot of 


the time but he's a master at stealth, knowing when to keep his 
jabbering trap closed. An expert in planted explosives. As with the 


others, Ralph 


is left with his .44 


Signal Listener: A soldier from the West, former NCR. Outfitted in 
Advanced Combat Armor and carrying a Laser Pistol. Most curiously is 
his large portable radio transceiver backpack. He tracks signals of 


interest, and 


tracked the Rangers out of interest from their military 


lingo to the station only a few days before. Helping the Rangers repel 


an attack by wandering Red Skorpion raider tribals, he's pledged 
service to the group and they see no harm in recruiting him. In place 


of a name, he 


simply asked them to call him Signal-Listener. 


Quests for the Desert Rangers: 


Retaking Fort 


Cochise: 


The primary objective of the Rangers of course is retaking the Fort. 
Doing so directly is not something they're going to do - standing in 
open desert against fortified, well-armed opponents with little but 
handguns to their name is not the Ranger MO. The additional problem is 
that the Sidewinders are going to be reinforcing the fort in several 
days with "Big Mother", their mounted minigun. The Rangers are unaware 


of this. 


The party coul 


some potential 


ld concoct their own method to retake it, but here are 
solutions: 


The Metal Gear Method: Straight up stealth approaching the Fort at 


night and scal 


ling the walls, executing as many Sidewinders silently as 


possible. If this goes wrong, it could go very badly. 
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Infiltration Method: Somehow disguising as servants of Hecate and 
internally sabotaging the Fort. 


The Alexandra Method: 

Alexandra has been tracking the coming and goings of the Sidewinders 
Since the loss of the Fort and knows Big Mother is coming and better 
yet - knows what route from her knowledge of the area. 


If brought to the Rangers they will initially reject Alexandra 
outright but if her knowledge is brought up Atticus of all people will 
give her a shot at redemption. Especially since she brought them the 
escaped slaves. 


Effectively the plan would be to intercept the caravan, disguise as 
the Sidewinders to enter the camp, and pull this maneuver: 


https: //www. youtube. com/watch?v=vHqvpn5SkACM 


Now this wouldn't wipe all of the Sidewinders out and it'd still be a 
hell of a fight with Delta-Green as the Boss (of whom Atticus will 
entirely focus on, stating "That armor doesn't belong to you") 


Accompanying soundtrack: https://www.youtube.com/watch?v=-MK5ChLJUTAk 


Capturing Bloomfield: 

It goes without saying that if the Legion controls this place due to 
player involvement, it's off the table. This path would be similar to 
the Legion version of the quest with the added difficulty of killing 
off the Rusty Hook warriors. This would then bring the moral quandary 
of having the Desert Rangers effectively pull a slightly nicer version 
of a Legion conquest - forcibly assimilating the young, the women, and 
the elderly. But Bloomfield is already a complete package. 
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Building Fort Cochise: 


Rustlin': First and foremost, they need Brahmin. Zoey and Silas 
will lead the players on a trek to rustle some wild Brahmin, with 
a hopefully fun quest involving getting caught up in a canyon 
stampede. 


Guns and Ammo: Ayumi’s scouting has located a minor national 
guard armory. This will lead to a very Sierra Army Depot style 
dungeon, resolving with the party bringing back crates of excess 
ammo and weapons. 


Boozin': Ralph believes they need an attraction to bring 
settlers, Ayumi's scouting has revealed a nearish ruined suburb 
with a small brewery. Go there and bring back equipment to brew 
booze. The catch is the town is a sandtrapped nest of antlions. 
Players with high enough Lab Science and the right components can 
somewhat subvert this quest by building their own moonshine 
brewer 


The Good Folk: Atticus wishes to relocate the small population of 
a nearby ghost town called Armadillo. Armadillo pays tribute to 
the rather pitiful Red Skorpion tribe but they'll still need 
convincing on upping and moving. With Brahmin and Booze, this 
becomes far easier. 


Defending Hope: A reprisal will occur from the spear-wielding 
Burned Hands, servants of Hecate. A simple defense but it reveals 
the problem that this will become a reoccurring matter 


e Not So Lonesome Roads: There isn't enough water to support a 
growing town. Full stop. And the Hecate reprisals won't stop 
either. A solution proposed by Ayumi is a pact with the Twisted 
Hairs Tribe. Protection and the facilitation of water from the 
Legion in exchange for some Brahmin goods and occasional 
gunslinging when the Twisted Hairs require. The clincher of the 
deal is that the Twisted Hairs require the Sonoran Air Force Base 
to be under their control, to show that the Desert Rangers stand 
by their word. 


e Strange Signals: Not a necessary quest but Signal Listener will 
request assistance in building a radio system to his spec, but he 
needs the right parts and help from Computer Science players. 
Partial components can be found at Bloomfield (restored with high 
Computer Science player with suitable components) or the full gig 
can be found in Denver at the DPD HQ or in New Mexico at Nexus. 


The payoff to this is Signal Listener excitedly tuning for a few days, 
before shouting and screaming for joy. If the players enter his setup, 
they'll hear him broadcast the words; "Mine Eyes Have Seen The Glory" 
to which a response will come through: "Glory Glory Hallelujah." To 

which Signal-Listener will reveal his name as Corporal John Rose of 

the United States Army, the radio will respond "Good to hear from you 
son. Help is on the way." 


If the Rangers take Bloomfield the only assistance that will be 
required will be the construction of a large raft to ford the Colorado 
and connect them with the Mojave Desert Rangers. 


Either way, if the party becomes Rangers and the DR are secure, they 
will be given a radio and told they can rally for one emergency 
deployment no questions asked. Potentially for anywhere, but intended 
for the final siege on Van Buren. 


123 


Section 9: Sgt. Granite and his Squad 


Soundtrack Atmosphere: https://www.youtube.com/watch?v= QqQZD0aMVZU 


On the Oil Rig, G 
cause. They wer 
real bad, they ca 


ranite and his men were never ardent believers in the 
just GIs doing their job. When things started looking 
me face to face with the Tribal who'd set it all off. 


The Stars and Str 
to go down with t 


Hell no they were 
over. 


When they got bac 
buddies adieu (on 
was sure he was a 
Unsure of where t 
survivors gathere 


ipes were going the way of the Dodo, were they going 


he ship? 


n't. That dickhead Richardson wasn't worth dying 


k to San Francisco, they bid the Tribal and his many 

e of his men had to be peeled away from a tribal he 
couple drinks in a Shi Bar from winning over). 

o go, they headed to Navarro where the rest of the 


d. 


Navarro was an odd place after the Oil Rig; you had the disaffected, 
the dutiful who still believed they were waiting for 
give them orders. Still, for now, it was home. 


the vengeful and 
the President to 


That was until th 
the Brotherhood o 
they were going t 
the evac siren ca 
vertibirds and se 


e late 2240s, when the New California Republic and 
f Steel laid siege to the place. It wasn't a fight 
o win, and Granite saw the forest for the trees as 
lled. He gathered his old squad; they took one of the 
t off. With nothing to stop them and nobody to answer 


to anymore they b 
Sipping Rum and N 


Damage from stray 
however, as their 
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lieved they deserved a bit of rec time: The 


Brotherhood rockets put an end to that plan, 


Bahamas. 
uka-Cola on some beach and letting their armor rust. 


Vertibird came crashing down in Eastern Arizona. 


The Vertibird was crap. Too much damage, they didn't have the unique 
parts to repair it. They marked the location for safe keeping and went 
marching. 


mostly protecting one of the most powerful ruling 
ends to tribal gang wars, single handedly stopped 


By 2253 they've been working as high paid mercenaries in Phoenix, 


tribes. They've put 
an incoming 


Deathclaw Migration, and to this day they claim they put a goddamn 


alien in the ground north of Two Sun. 


If the Prisoners help Signal-Listener hail a call, 
wandering their way up to Fort Cochise. They'll cl 


they end up 
ue Signal-Listener 


and the Prisoners on their plan to get the Vertibird working again. 


But they need the parts. If the Prisoners do the 1 


egwork, they'll give 


them a Plasma Caster and stocks of ammunition. Plus, they need any 


help before they leave for the Bahamas, they'll fl 


run and gun. If not, they'll set out on their own. 


y in for a bit of 


Jenkins, one of the squaddies, has already collected some of the 
necessary parts. But two vital components are required, and he's got 
an idea of where they can be found, Sonora Air Force Base in Arizona 


and Malpais Army Depot in New Mexico. 
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New Mexico 


Section 1: Lone Mesa 


5S L Ey) f The 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=8bNlv-0Ju40 


Bunker History: 


Commissioned in private by an Old-World CEO turned US Senator, a 
private fallout shelter was constructed in the hills outside of 
Albuquerque, NM. Not as expensive and expansive as a Vault, but it 
would be enough for him, his family, staff, and some private security. 
When the bombs came, the Senator was vaporized in Washington DC. 


Knowledge of the bunker was not lost, however, as the Senator's son 
was a member of the platoon stationed at Mariposa under Roger Maxson. 
The location of the bunker was logged and stored in the deep archives 
of Lost Hills. Dug up in later years by Lost Hills Elders of the 23rd 
century. 


The Expedition: 


In 2245 an expedition to settle the bunker was organized by the Elders 
of Lost Hills out of a sense of fear - or rather, insecurity. They had 
seen the power of the Enclave, and the growing power of the Shi and 
NCR meant it seemed that if they did not act, they would be outpaced. 
They felt war was coming, and they needed to be ready. The East was 
untamed, undiscovered, potentially full of untapped technology. 
Paladin Andrea Brixley was handpicked by the Elders of Lost Hills to 
lead this expedition because of her loyalty and dedication to the 
cause as a member of the Circle of Steel. 
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She, along with her Circle deployment, were assigned a larger band of 
Brotherhood escort. The chapter-to-be was reminded of the tenets of 
their codex but not given a copy - Brixley already knew it by heart, 
and would keep it that way. 


So, they set off with the vague mission of gathering the treasures of 
the Old World whether they be technology or knowledge, for the sake of 
the Brotherhood’s own preservation. This, they were told, was vital to 
their survival. 


As they approached their destination months later, issues began to 
arise. Sickness, delirium, death for seemingly no reason. A pause and 
investigation revealed the answer: the tinned Old World rations they 
had been provided with (as standard for Brotherhood) had either been 
improperly manufactured or were suffering from decay; whatever the 
case the rations were laden with lead poisoning. Dumping their rations 
and incapable of living off of the land, the expedition was 
effectively starving by the time they reached the bunker. It took 
several days to crack open, and left them on the verge of death with 
only their dedication to their cause keeping them alive, thankfully 
the bunker was fully stocked due to its disuse, and they could rest 
easy. They named the bunker “Lone Mesa.” 
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One of the first of the Brotherhood’s discoveries was “Nexus,” a tribe 
of star-worshippers surrounding an Old-World satellite network 
station. The satellite dishes, much to their surprise, were still 
functional, monitoring the orbit of the Earth and the stars for 
signals. The Brotherhood arrived in force, pushed the tribals aside 
and stripped the satellites of their vast data archives and crucial 
components - leaving them dead hulks. They had, in effect, killed the 
Gods of this tribe. To the Brotherhood, this meant nothing. The 
Scribes of Lone Mesa were immediately put to work cataloging the 
entirety of the satellite data - a time consuming and ultimately 
pointless job that they nonetheless took to with slavish devotion. 
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In the months following, the Brotherhood sent a deployment ona 
scavenging operation north, into the barren and irradiated stretch 
that covers everything from Cheyenne Mountain to Los Alamos. Los 
Alamos proved largely unfruitful, the surface facility was effectively 
charred dust and occupied by a Ghoul colony in ramshackle housing. 
They had a large amount of junk to trade, but not enough to raise true 
suspicion - the Ghouls wore rags and leathers, barely eking out an 
existence - so they left them alone. Moving further north to Cheyenne 
Mountain. 


Vhat they found was a crater that would put the Great Glow to shame. 
Even more curious was that the heavy radioactivity was not consistent 
with that of the Great War - it was far more recent. Establishing an 
outpost at safe distance, they spent weeks recovering what they could 
- which wasn't much. Encrypted Military communique holotapes, security 
protocols for the bunker. Two finds stood out, however; first, a 
Department of Defense Override Protocol Holotape, effectively a magic 
key that would override existing security protocols on any Old-World 
government facility. Second, a broken prototype of CODE Mark I 


In the years since, what was once scavenging with noble 
purpose has turned into neurotic taxonomy for the 
Scribes and meaningless patrols for the Paladins who 
end up picking fights with southern tribes just to see 
some action and pick over pre-war junk. Useless 
household gizmos, pulp-fiction comic books, 
advertisements. Anything they can get the primitives to 
fork over for the Scribes to pointlessly, yet still 
ardently, study. 


y 


Eventually, this stagnation led to a group under Idella Hill 
advocating for the repair and experimentation of advanced technology - 
namely the unfinished prototype Stealth-Boys and broken CODE Prototype 
which had been catalogued and thoroughly studied, but left in complete 
disrepair. 


Under growing pressure from Idella and her band of supporters, Brixley 
eventually reluctantly agreed upon hearing scouting reports of a Super 
Mutant militia to the far south. Experiments in rebuilding took both 
time and ardent study, with the Scribes and Knights assigned to the 
project spending long nights pumped on Mentats and After-Burner Gum to 
keep them going. 
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The experiments proved.. interesting. 
The Stealth-Boy prototypes worked 
| wonders and were given to a small 
Paladin strike team, who headed south 
to strike at the Super-Mutant militia 
led under one “Ugly John,” using the 
Stealth-Boys and plenty of stimulant 
chems to perform quick, efficient 
special-ops whilst completely hidden 
by the Stealth-Boys. 


j A Things began to go wrong when the CODE 
Experiments started, however. Testing it on eachother, the rejigged 
CODE Device was used to help the Scribes and Knights perform their 
labors - if they could complete a night’s worth of work with a simple 
flash bulb and wake up none the wiser, so be it. But the device was 
not repaired properly, and not fully functional in its original form - 
and was leaving lasting psychological damage. The turn came when 
Idella’s group began to see their work as fruitless - pointless - 
neurotic, the technology they were using was affecting their minds, it 
was created for twisted purposes and everything they were mindlessly 
archiving was junk from a civilization that ended itself - was it 
really worth preservation? 
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Brixley noticed this and confiscated the CODE technology, and planned 
to confiscate the Stealth-Boys upon the return of the Spec-Ops team. 
Ihen they did so, they were met with great objection - the Spec-Ops 
group felt naked without the Stealth-Boys, over sensory from their 
stimulant usage combined with the effects of the prototypes on the 
brain. They were consigned by Brixley and the Circle to return to 
duties as normal and the Stealth-Boy prototypes disassembled into 
their original, unfinished state. 


They simply could not stand it. Idella held a secret rally of the 
disaffected, comparing their lives to that of the Watchers at Nexus - 
they had their technological heart ripped out by the Brotherhood yet 
they lived rustic lives of peace, harmony and control of their own 
destiny. A better life. So, they left, but they knew the Brotherhood 
would not allow the Spec-Ops team to leave with Power Armor and 
weapons in hand (which they refuse to remove lest their naked bodies 
be exposed and seen) nor the Scribes and Knights with their knowledge, 
so they acted in sabotage. They retrieved the keycards to the armory, 
during the midnight shift they sealed the armory and took the keycard 
with them - leaving the majority of the bunker unarmored, as they left 
for Nexus to become what the BoS call the Exiles. 
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When the players reach Lone Mesa, (of which 
they can learn the location from Isaac Gant 
or the Exiles.) they will find the bunker 
entrance protected by two Power Armored 
sentries -— who will quickly call to their 
attention and ask their purpose, before 
noticing their unique Prison-Boys, and 
bringing them inside for interrogation and 
Prison-Boy analysis. If the players are 
honest about their situation - they will be 
allowed to walk the bunker freely, as they 
understand the precarity of the situation 
and their missing Head Scribe, Isaac Gant, 
is a fellow 13. Otherwise, they will be 
ejected from the Bunker. There are four main levels to Lone Mesa: 


Level 1 Entrance 


The cliff-side entrance to the bunker, two small old world 
advertisement billboards border each side of the gate and bare the 
Sigil of the Brotherhood of Steel - outside two Paladins equipped with 
Miniguns stand - Costello and Burnes. They’re two of three Paladins 
with PA left. 


Level 2: Archives 


Home of the Scribes, who in monk-like fashion go from archive terminal 
to archive terminal in dim-lighting, piles of books, papers and pre-war 
junk litter the tables, and the walls have multiple pages of schematics 
and blueprints fixed to them, connected with red strings. The Scribes 
seem entirely focused on their work. They don’t like to be bothered. 
This is also where former recreation rooms were located (now converted 
to store more archival junk) 


Level 3: Maintenance 


Home of the woefully understaffed Knights, where hydroponics, water 
pumping, mechanic repair and experimentation took place. Much like the 
Archives, it is absolutely littered with piles of junk navigated by the 
handful of Knights, who seem over-stressed and over-worked. 


Level 3: Mess Hall and Habitation 


A large mess hall, gym, kitchen and habitation quarters. Where the 
unarmored Paladins now live. 


Level 4: Command Center and Armory 


Home to Elder Brixley’s command center and the locked off armory 
section containing the PA. The armory door has multiple scorch marks. 
The third and last remaining armored Paladin, Head Paladin Deering, 
stands guard in front of Elder Brixley’s quarters, where she lies 
near-comatose from an unknown sickness. 
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a 
Important Characters of Lone Mesa: 


Elder Brixley: A dedicated soldier of the Circle of Steel and one of 
its original members. She is the heart of the Brotherhood through and 
through. Mission before herself and before others, always. The 
“mission” being extended to the mission of the Codex itself - the 
preservation of technology and the prevention of it getting into the 
wrong hands. She is, or was, aware of Head Paladin Deering’s feelings 
for her but considered it an unnatural breach of protocol and would 
distract her from the focus of her duties to indulge in such nonsense. 
To do away with this, she issued the Reproduction Order (A decree 
allowing “reproductive activities” to occur after a Chapter has 
suitably settled and is in stable condition, with a caveat allowing 
the Elder to have full control at will of any matter of reproduction 
or relationships.) and assigned Head Paladin Deering and Knight Tamara 
Young to have the first child of Lone Mesa they would test the 
ground for further reproduction after their first child. Now she lies 
near comatose in her quarters, the Brotherhood having lost its top 
Med-Tech in Isaac Gant, nobody is sure how this has happened or what 
to do about it. 


Head Paladin Deering: A member of the Circle of Steel much like 
Brixley, though not an original. Since his days in New California 
operating with her, he has stuck with her like glue, making some 
excuse or finding some reason to stay by her side. At heart knowing 
she would never indulge his feelings, he still stayed with her out of 
his love for her - but also his respect as a member of the Brotherhood 
and the Circle. He believes that her state is no sickness, but a 
deliberate poisoning, and that there is an Exile spy in the base. 
Technically he should take over command position to resolve the freez 
in the “Chain That Binds” but he is unwilling to do so as it would 
concede her incapacity, and she’s been through worse. 
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Knight Tamara Young: 


Formerly a Head Knight and weapons designer at a southern New 
California chapter, she was relocated to Lost Hills following an 
accident with an experimental weapon and demoted. She took great 
displeasure with the Brotherhood’s decision in recent years to cease 
the manufacture of weapons and instead focus on preservation - most of 
all because her designs for an electrical based weapon, a Tesla Cannon 


based off of Old-World design footnotes, will never come to fruition. 


A prized gift she took with her everywhere, it was discovered by Head 
Paladin Deering, who reported it to Brixley and it was suitably 
confiscated to the archives. She is not happy about having been paired 
up with Deering, but now at nine months of pregnancy is looking 
forward to raising the future of their Chapter. 


Paladin Corsetti: 


A loyal career Paladin of the same New California Chapter as Young, 
Corsetti has been the lead on the majority of expeditions in the 
Wasteland and is determined to find the Malpais Army Depot for its 
store of weapons and now for its potential store of Power Armor. Gung- 
Ho and a little bit too testosterone fueled, he has interrogated two 
Scaven Pickers (A local scavenger tribe) but was unable to get the 
information out of them, frustratingly, before killing them. He’s very 
wary of outsiders, but will turn to them for help if it means securing 
more technology. 


Scribe Hewitt: 


Hewitt can be found running the Archives in place of Head Scribe Gant. 
Unlike Gant, Hewitt is an unimaginative sort and finds great 
satisfaction in the banal archivist work that the Lone Mesa Scribes 
perform. His work on the Archives is 
more rigidity and mindless than 
surface level guessing would assume 
however - and when it comes to 
details, he can be shockingly 
careless. He simply trusts in what 
has already been logged. This is 
partially because burying himself in 
his routine hides him from the 
reality that he'll never return to 
New California and see his family 
again. Taking a more active role and 
using his brain to problem solve 
would make that more real, so to 
speak. 
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Scribe Whatley 


A Scribe from Lost Hills, youngest member of the bunker and a secret 
member of the Exiles. She lost her brother, Edward, on the journey to 
Lone Mesa and has held a grudge against the purpose of their mission 
ever since, only worsened by the long, overstretched nights and 
madness of the Exile meetings. She has secretly rebuilt one of the 
Stealth-Boys and has been using it to poison Brixley’s food, hoping to 
direct the blame onto one of the Knights who work the kitchens. Hewitt 
is too focused on the banal, as are the other Scribes, to even notice 
her barely veiled alterations to the archive logs. She has 
administered just enough poison to keep Brixley barely lucid and 
mostly comatose, but not kill her. She is twisting Brixley’s 
relationship with the Head Paladin to stall the Chain That Binds and 
give the Exile as much time as they can get. She believes she will 


eventually receive some kind of signal from them before she offs 
Brixley - but she hasn’t entirely thought it through. 


Quests in Lone Mesa: 


Initiation: To make sure you’re truly trustworthy, you must perform a 
mission for the Brotherhood. The party must visit the remains of 
Cheyenne Mountain Complex and breach the lowest level of the facility 

where the remains of the Calculator lie, to download remaining 
computer archive information, Computer Science savvy players can 
decrypt information on the DoD holotape and learn of the alternate 
location at Los Alamos here, with a difficult check. Radiation, robots 
and traps await. Everyone loved The Glow, right? 


Find the Poisoner: Doctor minded PCs can deduce that Brixley isn’t 
dying of diseas she’s being actively poisoned. Following the trail 
will reveal an ally of Idella stayed behind in the bunker - Scribe 


Whatley- and has been actively poisoning her food. If she and her 
poison are discovered, a Doctor PC or Gant can help use it to form an 
antidote to restore Brixley to good health. 
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An Academic Debate: 


Upon entering the archives, Scribe Delia and Scribe Billings can be 
found loudly arguing over the interpretation of a Cheyenne Mountain 
transmission log. It’s an exhaustive list of components and parts - 
Delia argues it’s the components for a supercomputer, whilst Billings 
argues it’s the parts for a type of generator - they are arguing to 
the point of near fisticuffs, and Delia will knock Billings’ lights 
out if not stopped by the players. A Prospecting or Computer Science 
PC can identify it as effectively a requisition shopping list with no 
particular purpose, settling weeks’ worth of debate. 


Motherhood: A week or more after first entering the Lone Mesa bunker, 
when the players next return Knight Young will be in the middle of a 
very problematic birth. Without Gant, the Scribes are lost on what to 
do, as is everyon lse. Doctor PCs can help the birth proceed. 


Lost In Translation: Corsetti has failed to retrieve the location of 
Malpais Army Depot from the two Scaven Pickers - primarily because 
they don’t speak English. They can’t read and don’t use maps, only 
passing things on through symbols or their own pidgin language. As 
such, Corsetti screaming in their face pointed at an annotated map 
didn’t do much to jog their memory. Players friendly with the Scaven 
Pickers and familiar with their language can learn the location of the 
base and pass it onto Corsetti for future usage - or they can try and 
pierce the base themselves. 


Retrieve the Armory Key: The “Unseen Brothers” and their luddite 
brethren under Idella at Nexus hold the key to the armory. They need 
it to restore their weapons and armor, so that they can besiege New 
Mariposa. Force is preferred. 


Besiege New Mariposa: A band of Super Mutant Unity remnants have 
overtaken the town of Underpass and established a ZEUS fence which 
destabilizes Power Armor. Not only is the technology in the hands of 
dangerous mutants, but their spy there, Isaac Gant, was discovered and 
is now being held prisoner. They need non-power armored individuals to 
infiltrate and shut down the fence. If this is done, they will strip 
the town of all technology, leaving Underpass in a primitive state. 
They will then leave. 


134 


authorize 


If the players assist 


= 


Brixley and restore her to good health, she will 


a mission to siege the Boulder Dome for its stock and abuse 


of technology. Reported thanks to Isaac Gant’s travels. 


occur within one month of 


This will 


Brixley resuming health and the Brotherhood 


having access to Power Armor once more (either through Malpais Army 


Depot or unlocking their armory). 


bloodless 


will be enlisted as new Scribes and Knights. 


resolved, 


themselves of the QZ. ZAX, if restored, will be enlisted in service o 
the Brotherhood’s purposes. Namely archiving and design processing. 


£ 


The takeover will be mostly 


but absolute. The population of Boulder Dome will be 
displaced barring the Dreamers and surrendered Dome Authority, who 


If New Plague is not 


then the Brotherhood will perform the flamer-purge 


Brixley dies, Head Paladin Deering will take over as 


keep the 


Brotherhood at Lone Mesa. 


E 


Elder and will 


If the players assist the Brotherhood at Malpais or with the armory 


key, they will deploy a Crack Paladin Assault Team and equip the 


players with Power Armor upon the siege of Van Buren, but will 


allow the 


Brotherhood to take the facility over instead. 


refuse, they will fight the players. 
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ultimately demand that the player not meltdown COLOSSUS and instead 


If they 


Section 2: The Nexus 


Soundtrack Atmosphere: https://www-.youtube.com/watch?v =IphTbVpGv2s&t = 748s 


Pre-War History: 


Prior to the Great War, America experienced something of a mid-21st 
century space age. For the first time in a long time - Americans were 
looking to the stars. Along with this came waves of pop-culture 


fixated on stories of alien contact - stories of advanced sciences and 
peaceful overlords - and so interest grew in the search for alien 
life. 


Purely academic delves into this matter struggled for funding - until 
the Church of Hubology stepped in. Funding the Search for Cosmic Life 
(SCL) facility in the New Mexico desert was initiated. Both to listen 
out for any life out in the vast cosmos, to find the mythical Quetzel 
but to also teach the intrepid youth in the ways of the Great Wheel 
and The Hub. An educational center was founded amongst the satellite 
stations - a battled compromise between astronomer academics and 
Hubologist kooks, whilst it did have large amounts of information 
about the stars and space, the money won out and plenty of Hubologist 
mythology was begrudgingly incorporated. 


As the Resource Wars dawned its head, the US Government provided a 
stimulating injection to the small facility - vastly expanding the 
technology and number of dishes. As always, this had dual purpose. The 
dishes would listen for signals of cosmic civilization, but also 
listen and track the cosmic efforts of the Communist Chinese - 
satellites, space stations - and feed the data through a separate 
encrypted feed to nearby military installations. 
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Post-War History: 


In 2253, the ruins of the facility are home to 
an agricultural star-worshipping tribe who call 


themselves the Watchers. 


tourists. 


they exchanged all their 


Descended from 


surviving astronomers, Hubologists and 


Once visited by Ghoul traders from the Rebirth, 


firearms (of which 


they did not know how to 
satellite components for 


use) and random 
chemically infused 


fertilizer (itself modified from super-science 
fertilizer taken from Greenway Hydroponics HQ in the ruins of ABQ). It 


provided great boon, their maize grew stronger and in greater number 
and a new food began to grow - a strange thing the packaging called 
"potatoes". Occasionally the tribe will be visited by the Scorpion's 


Bite to collect tithe, but they are mostly left 


alone. 


Their beliefs are a devolution of Hubology th 


y believe that Quetzel 


and its peaceful Overlord the Hub are just one of many grand 
Civilizations out there, mixing the mythology of Hubology with pulp- 


fiction comics in the visitor’s center. They bel 


lieve the stars are the 


spokes of the great wheel - lines that connect the civilizations of 


the stars both literally and spiritually. The signal-readouts of the 
satellites are holy scripture, a long trail with messages eventually 


from the stars. 


They believe Earth is the center of the great wheel, and furthermore 


that their tribe is the center of the universe. 


The final link in the 


chain of communication that when found, will link all of eternity in 


spiritual nirvana. The Great War set us back, cut our signal short and 
the billions of neodynes that cloud the psychosphere are further 


scrambling interference. So, all they can do is 


watch the stars, dream 


of the civilizations above and wait in good hope for contact. 


T 


Each tribesman is named after a star listed in the sacred center wher 


the Elder, who always takes the name Quetzel, r 


sides. The Elder will 


consult the charts and pick a name for each child. This includes mixes 
of real stars and those conjured by the pulp mythology of the 
Hubologists. Most tribesmen are covered in constellation tattoos. 


They have lived in peace for most of their existence, that was until 


the men in chrome armor arrived. 
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The Brotherhood Exiles 


The Brotherhood breakaways and the Spec-Ops team 
now referring to themselves as the “Unseen 
Brothers” approached Nexus with the intention of 
joining the tribe, but the Watchers cowered once 
again in the visitors’ center in hiding. The Unseen 
Brothers disliked greatly being in daylight, and so 
themselves hid inside the satellite facility, 
leaving Idella and her luddite band alone in the 
village. Poorly tending to the animals and the 
fields, eventually the Watchers approached them and 
they began to intermingle, Idella expressing her 
wish to join them and their tribe. 


So, they began to mix, over a course of weeks adopting their tribal 
culture in superficial ways and learning how to tend to the land. The 
Unseen Brothers painted many eyes across their Power Armor, and acted 
as sentries for the tribe by night. They awaited reprisal from Lone 
Mesa, but it never came. Perhaps, then, their plan of internal 
sabotage had worked. They had stalled “The Chain That Binds” by 
putting Brixley in a state of neither life nor death by using one of 
their own to poison her from the inside of the bunker. 


One day, strangers from the West came. A woman in strange robes 
followed by armed men wearing tri-pointed crowns. A Daughter of Hecate 
and her Sons. They approached the tribe in peace and brought many 
gifts of food and toys for the children, and learnt of the Watchers 
religion. They claimed they were mistaken, and that their Goddess 
Hecate was the center of the Great Wheel - they simply needed to show 
them. What interrupted a normal recruitment of a tribe by the 
Daughter, Mia, was the arrival of the Unseen Brothers. This was 
unexpected. Highly unexpected. Mia performed the tricks of Hecate, 
psychedelic infused food, colored flames and carefully wound stories 
to encourage visions. Idella claimed to see the Goddess, in truth see 
Saw a version of herself as a tribal queen. Idella and the Unseen 
Brothers explained their situation, how they had seen the evils of 
technology through the Stealth-Boys and CODE, and knew it must be 
destroyed. 


Mia, elated at the thought of getting their hands on such “magic” that 
could win the war against Caesar, agreed, but claimed that such 
technology must be purified by Hecate herself. So, now Idella and the 
Unseen Brothers must get their hands on the Stealth-Boys and the CODE 
technology again. What Idella doesn’t know is that upon getting the 


Stealth-Boys, the Unseen Brothers will abandon the tribe completely. 
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To help, the players must find a way to retrieve the CODE technology 
and the Stealth-Boys from Lone Mesa. Whether by force or by 
negotiation in exchange for the armory key. 


Important Characters of Nexus: 


Quetzel: The tribe's leader and keeper of the Moon Stones, moon rocks 
kept in storage at the visitor’s center which they revere as holy 
artefacts. He believes in Mia’s interpretation of the Nexus religion = 
he’s old enough to have waited a long time with nothing to come of it, 
and the visions he saw with her are the first instance of ‘magic’ he’s 
ever seen. Endless years of star-gazing stretched before him and 
contorted to a center: the Goddess Hecate. His mid-life crisis of 
doubt and weariness has been totally manipulated. 


Orion: Quetzel’s youngest son, covered in tattoos with Orion’s Belt 
proudly across his chest. He is convinced that Mia and her Goddess are 
evil. He saw visions of fire, death and gore. Effectively, he had a 
bad trip. He wishes to rid the Brotherhood Exiles and those he 
believes they attracted. He believes it is his duty to protect the 
future of the tribe. He believes that the Red Okies could be of 
assistance, since they ar nemies of both the Scorpion’s Bite, Hecate 
and would leave the Watchers alone. 


Idella: Idella Hill, recruited into the Brotherhood at a young age 
when she had the foresight to bring a nearby chapter unique technology 
she had discovered. She comes from a tribal background. Once she, 
believed the Brotherhood saved her from that life, now she believes 
they took it from her. She believes Hecate is the way forward and that 
once the negotiation takes place, they can leave the Brotherhood to 
rot behind them. 


Brother Devon: Leader of the Unseen Brothers and the only one who 
comes out in daylight. Behind his hulking power armor, his voice is 
sharp, brief and jittery. He believes that the Brotherhood don’t just 
need to be abandoned, they must be destroyed. He’s not as naive as 
Idella and knows the Brotherhood upon getting the armory key would 
Simply hunt them down to the last. He just wants the Stealth-Boys 


E 


first. 
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Mia: Daughter of Hecate from Ouroboros. Sent out into the fringes for 
her more uncouth matter of dealing with things, she’s aware of the 
potential power that these former Brotherhood could hold in the war 
effort against the Son of Mars. She has dug her fangs into Nexus, and 
will not let go. Even if it means by force. 


Quests at Nexus: 


Establishing Connection: Negotiating the deal between the Lone Mesa 
Brotherhood and the Exiles in the exchange of the Armory Key for the 
Stealth-Boys and the CODE technology. 


Network Formation: Before leaving with the technology, Mia imposes a 
restriction on the trade - beforehand, they must first gather as much 
tribal force as possible from New Mexico to return to Arizona. She 
will task the party with speaking to another Daughter, Branwen, at 
Scorpion’s Bite. 


Scrambling: Ridding Nexus of the Exiles and Hecate requires two 
things: The first, getting rid of the Unseen Brothers. This can be 
done through direct force or by providing them with Stealth-Boys from 
Malpais Army Depot. The second, ridding the luddites, the Daughter of 
Hecate, and her accompanying Sons. Again, this can be done through 
direct force, or Orion will suggest an idea. He knows that the 
Scorpion’s Bite had searched the area on their last tithe for “space 
rocks” which they had kept just about hidden they need them in some 
sort of rivalry with the Red Okies. If the Red Okies like these Space 
Rocks, they can be traded and their hatred of Hecate’s Daughters and 
the Scorpion’s Bite leveraged. 


Killing the Frequency: The Unseen Brother, Devon, knows that Elder 
Brixley and Head Paladin Deering will carry with them authorization 
keys to overload the generator of their bunker - standard protocol for 
all Brotherhood Chapters in the face of total defeat. It’s simply a 
matter of using them. This will ensure that the Brotherhood don’t 
follow them up. If this is done and they are given Stealth-Boys, they 
will provide the party with a radio to signal them should they need 
help, and they can turn up at the Siege of Van Buren. 
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Section 3: Malpais Army Depot 


Soundtrack Atmosphere: https://www.youtube.com/watch?v =GZcrLDvLPIQ&t= 2s 
Pre-War History: 


Malpais Army Depot was a middling Army base constructed in 2022. That 
was until 2050 - when along with other facilities such as Sierra Army 
Depot in California - it received a major investment and 
reinvigoration. A whole new war effort had begun. It took on the 
manufacturing and storage of state-of-the-art weaponry and armor. By 
the 2070s, with the destruction of Douglas Air Force Base it was 
working in conjunction with the air-force to test and develop better 
air-craft for heavy-load military equipment, in addition to being the 
home of a new iteration of what was dubbed Project Darwin: Utilizing 
animals to undermine Red China. The new iteration after the heavily 
redacted failure of the previous was to utilize mosquitos as delivery 
methods for biological weapons. MAD requisitioned a ZAX Unit as was 
standard for bases taking on such heavy research projects, but they 
were curiously denied and instead told to use human staff only. 


To compensate for the whole new stresses on the base, the MAD’s CO 
General Barnes requisitioned an additional project for the sake of 
himself and the staff: cryogenics from the Boulder Dome up north in 
Colorado. The idea was that if the “Big One” ever occurred, he and his 
boys could lie dormant and protect the base in the post-nuclear 
collapse upon awakening. This was granted, despite warnings from the 
Boulder Dome science team that post-cryonic syndrome still did not 
have a resolution, with the simple response of “You eggheads will 
figure it out.” 


By the time the “Big One” finally came, they had not. But General 
Barnes and his men took to the cryogenic chambers regardless. 
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Post-War History: 


As the Wasteland has taught us: wildlife and radiation don’t mix well. 


Wildlife infused with biological toxins created in a lab and 
radiation, well, that’s even worse. The mosquitoes in the lab have 
mutated along with the toxins, now spilt into bubbling pools across 
the research level floors, becoming monstrous dog-sized “Mozzies” (as 
they’re referred to by the Scaven Pickers). These Mozzies fix 
themselves to the back of a host animal (they seem to prefer humans) 
and connect their probiscis to the brain stem, pumping the body full 
of the neuro-toxic chemicals. The host, now a symbiotic “Mozzombie” 
becomes full of the stuff, replacing most of their blood with a 
luminescent orange fluid as the Mozzie has created a flesh-farm to 
produce nutrients for itself. In the meantime, the host will retain 
some higher brain functions - enough to go on the aggressive and 
defend itself, even using weaponry it once used in its past-life. 


£ 


This has now become the fate of various Scaven Pickers on the surface 
as well as General Barnes and his men below. The Mozzies slowly 
cracked open the cryopods and used them as bio-nesting grounds for 
their eggs, transforming the frozen soldiers into icy Mozzombies, who 
now patrol the base in full armored gear, shambling with rifles in 
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hand on their old patrol routes as the Mozzies continue to feed. 


The base itself is still flushed with weaponry, largely untouched 
however due to its robust automated defense systems. On the surface, 
small airfield lies adjacent to the base where parts for an 
experimental aircraft can be found. 
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Section 4: New Mariposa (Formerly Underpass) 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=yo2VOEP-XoE&t=339s 


tribal ghost towns of New Mexico 


both the Cain Medical Center and 


factory (Of which they could not 
access to its great stockpile of 
start, the town was growing rapidly. 


Built in an underpass next to the remains of Las Vegas, New Mexico, 
Underpass is something of a marketplace and town in northern New 
Mexico. Underpass was an up-and-coming trade hub, supporting the non- 


with medical aid and technology. With 
the former Wattz Energy Weapons 
restore to working condition, but had 
weapons) providing it with a strong 


There’re a few points of interest in Underpass: 


e Underpass 


underpass 


e Cain 


Emporium - The Main Market, directly underneath the 


Emergency Medical - a major Med-Center where Dr. Quack does 


his best to educate protégés with Physician Today magazines and 
medical textbooks 


e Stagecoach 


e Scott’s 


Inn - A hotel and place to play poker, ran by Laurie 


Bar - Self-Explanatory, a place to get boozed up, ran by 


scott 
Recently, however, Underpass has come over the control of Super 
Mutants - Ugly John and his band (15) of Unity Remnants who have been 
wandering the East since the destruction of the Unity, which they 
haven’t quite got over. They’re well-armed and well-armored, carrying 
high-end Energy Weapons and Miniguns. They brought with them heavy- 
duty Brahmin Caravans from the south - carrying a “ZEUS Fence” a 
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Poseidon Energy project that establishes an electrified forcefield 
that effectively acts as a human bug zapper. 


They weren’t equipped with the knowledge nor the fine dexterity to get 
it working - so they needed a human population to build it for them. 
The fence destabilizes power armor and acts as a perfect defens 
against the Brotherhood. 


So, they enslaved the town though they prefer to call it bringing them 
into the Unity, as the Master always wanted - Mutant supremacy, human 
subjects —- until they can find FEV to resume dipping. This is John’s 
ultimate goal. In the decades since the destruction of the Unity, he 
has found nothing. He has renamed Underpass New Mariposa in the hopes 
it will become the basis for a New Unity. 


The Mutants have captured Isaac Gant - a Brotherhood Scribe and 
Prisoner 13 - who was immediately identified by his Scribe Robes (of 
which he believed nobody would recognize - but mutants have long 
memories), they are keeping him hostage as due to the Spec-Ops attacks 
they know they are under the eye of a Brotherhood Chapter. He keeps 
Gant working on the ZEUS generator in the town square under the 
watching eyes of a patrol unit. 


Life under the Unity Remnants is relatively benign but still servile, 
and the prosperous future of Underpass has all but ceased. Trade has 
stopped and weapons distribution is controlled by Ugly John - 
basically, all the humans are unarmed and the energy weapons stored 
along with John in his fortified “Command Base”, a former Mayor’s 
office in the ruins of the town. 


Important Characters of New Mariposa: 


Ugly John: They don’t call him that for 
nothing. Unlike the rest of the Mutants, 
John has bubbling boils and fleshy mounds 
covering the entire left side of his face 
— including his left eye. He and his band 
of clingers-on are the types that have 
given Mutants a bad name. Unable to let go 
of the past, violent towards humans and in 
search of FEV to rekindle the Unity. The 
latter behavior entirely in vain. John is ill-tempered and prone to 
bestial rages - juxtaposed by times of lucidity and strategy, a 
throwback to his time as a CO in the Unity. There is a clear sense of 
cognitive decline. He holds a massive grudge against the Brotherhood 
for their part in the destruction of the Unity. Although his pie-in- 
the-sky goal is the restoration of the Unity, right now he’s primarily 
concerned with destroying the Brotherhood. 
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Dr. Quack: A learned man in his mid-60s, his life’s project has been 
the restoration and operation of Cain Medical Center. If he’d been 
born in New California, he’d have been an exemplary Follower of the 
Apocalypse. He blames the Brotherhood for the takeover of Underpass - 
a large Underpass caravan heading south had been raided by the 
Brotherhood, all energy weapons seized, the unarmed guards returning 
and retelling they had been warned by this strange group to hand over 
their arms and technology. They had sent out a large band of Underpass 
guard to search for this Brotherhood when Ugly John’s men arrived. By 
the time that happened, it was already too late. He along with Laurie 
and Scott are organizing a secret resistance, and plan to utilize 
stealth to regain the stored Wattz weapons in John’s Command Base. A 
likely ill-fated attempt at resistance, but to Quack, it’s a matter of 
liberty or death. The human population were useful for building ZEUS 
but it’s only a matter of time before John decides to make New 
Mariposa a more spartan operation, so to speak. 


Isaac Gant: The bright-minded, adventurous Head Scribe of Lone Mesa 
Bunker. A Scribe that wishes he had become a scout instead, utilizing 
his rank and silver-tongue to justify all sorts of “Research Missions” 
to the surface (This was how he got captured by Uncle Sam in the first 
place). He volunteered to infiltrate and spy on Underpass to evaluate 
the state of their technology, only discovering the Super Mutant 
takeover when he reached them. He is now constantly working on the 
malfunctioning ZEUS Generator under the careful watch of the Unity 
Remnants. 


Quests at New Mariposa: 


Removing the Human Factor: Ugly John 
offers you a trade. If you can put Gant 
out of a job, you can get him back. He 
knows from the PE facility they raided 
there’s a fusion-tech laden operation 
near Moab, Utah. Retrieve the 
technology there and have him install 


it so that the ZEUS Generator runs on 


its own. 


Let’s Hit It: If things are in place for the Brotherhood to besiege 
New Mariposa, Gant will suggest using the new generator part to 

overload ZEUS and completely fry the whole system - shut it all down 
on the touch of a button. 


Human Spirit: Help the Underpassers perform their stealth-rebellion 
and restore Underpass on their own terms without the BoS. Outside 
support from groups such as the Glyphers, the Scorpion’s Bite or the 
Red Okies would help this greatly. 
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Section 5: Scorpion’s Bite 


Soundtrack Atmosphere: https://open.spotify.com/track/6CxQTcRaC7 SNRBZV7{z6pd?si = ¢a229aa3245040¢2 


The Scorpion’s Bite are a dominant tribe living in the ruins of 
Albuquerque, on the East Side of the Rio Grande. They are descended 
from survivors of the local area and get their name from the unending 
presence of Radscorpions in the region. The tribe are fairly normal by 
Wasteland standards, lacking in any real culture beyond their tent and 
ruin dwelling existence. They venerate the Radscorpions as creatures 
of strength, and wear their chitinous exoskeleton as additional armor. 
Youthful warriors of the Scorpion’s Bite must undergo Radscorpion 
poisoning - the weak who are near death are given antidote and 
resigned to other roles within the tribe, the strong who withstand it 
are made into warriors. 


They raid and take tithe from other tribes and communities in New 
Mexico. Both they and their uneasy subservient equals on the other 
side of the Rio Grande in Albuquerque, The Glyphers, are rather well 
armed after having looted local national guard armories. Their 
highest-ranking warriors equipped in National Guard grade combat armor 
and wielding assault rifles. 


Their main camp is built from partially complete adobe walls 
supplemented with junk pieces and scrapped car hulks. They have, 
impressively, two artillery cannons at the borders of their walls - a 
symbol of massive power - but truthfully both are deadened junk that 
haven’t been used in centuries. 


They are under the grasp of Hecate as with many other tribes, but 
their relationship is a degree more symbiotic than parasitic as they 
manufacture chems taken from mixtures of their own brewing mixed with 
that of glowing mushrooms cultured by the Glyphers. Their local 
Daughter is named Branwen. 


They are led by a patriarch known simply as “The Bite” 
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The Scorpion’s 


out of the orders of 
band of Hecate worshippers sent to convert them. This cannot stand, 
else a curse of Hecate will come 


Scorpion’s 


they’ve been comp] 


“Stardust”. 
to conquer the 
Legion. 


Radscorpion exoskeleton. 
and wishes to bed 
destroy the enemies of Hecat 


Branwen: A young and particularly beautiful 
has used her beauty to sway the warriors of Scorpion’s 


It’s also partiall 


Important Characters of Scorpion’s Bite: 


Scorpion’s 


Branwen, 


Bite are currently at war with the Red Okies. 


Largely 


as the Red Okies tortured and executed a 


ly out of their 
Bite dominate a large 
letely outpaced 
Similarly, 


or 


upon them and their children. 


own sense of competition - the 


chunk of the Arizona chem market, 
by a chem the Red Okies call 
rumours are spreading that the Red Okies wish 
Bite to enslave them and sell them to the 


The Bite: 


ace. 


and 


The respect for The 
Bite’s age comes from the fact 
that he’s lived that long in 

the first pl 
Biters die young. He has the 


Most Scorpion 


attitude and look of an old 
‘Nam veteran and slings an AK- 


112 on his shoulder, 


his armor 


adorned with heavily scratched 


He is completely under the spell 
Branwen — but she promises this only 


the Red Okies. 


the Daughter who proceeded her that 
She is venomous 


fear of curses. 


Bullet Ants are known to hav 


Additionally, 


of Hecate, 


if he will 


indoctrinated th 
in her own way; 
fixated on the retribution for the crimes done against her fel 
Daughters and Sons by the Red Okies. 


great venom 


good bounty to the Sons of Hecate. 


Slugga: An explosives expert, 


Grenade Rifle. 


safe distance. 


His dream is to see the artill 
just loves seeing his enemies turned into thin red mist at a 


He used to b 


Daughter of Hecate, she 
Bite, unlike 
tribe through 
she is entirely 
low 


their stockpile of 
their conquest would bring 


carrying numerous Frag Grenades and a 


th 


on 


Lery working again - he 


minimum 


sent to deal with the Glyphers 


before in a rage he fired off a grenade round and destroyed one of 


their precious 
tribes. 


Chanto: A non-warrior, 
trade and negotiations with the G] 


to be the most 
is very low. 
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Glyphs, 


a more dipl 


lyphers going well. 
intelligent by the Scorpion’s 


omatic sort sent by The 


nearly inciting full on war between the two 


Bite to keep 


He’s considered 


Bite - but their standard 


Quests at Scorpion’s Bite: 


Fire All Your Guns At Once: 


The Red Okies must be destroyed, and the 
best method to do so is through artillery. 
Every attempt they have made to do so 
traditionally has resulted in the Red Okies 
retreating to their gigantic Ant-Hill 
fortress. They need something to crack that 
open, and the old artillery is the job to do 
it. However, getting this in operation requires multiple stages: 


e Stage 1: Repairing the Artillery. Done through Repair or Big Guns 
skills utilizing components, can be assisted by Slugga 


e Stage 2: Finding shells. Slugga is aware the Scaven Pickers have 
been known to keep artillery shells at their camps, but he 
doesn’t know where their camps are. He does know that they trade 
with the Rebirth, however, so check there. At least four are 
needed. Two for each gun. 


e Stage 3: Moving the guns. They have a radius of 20 miles (One 
worldmap square) so they must be moved in-range, and the Brahmin 
that the Scorpion’s Bite have aren’t enough. They need more. Only 
Ugly John has enough. He will either charge exuberant prices, 
provide the fusion-tech quest or his cattle can be stolen to 
organize this grand voyage. 


e Stage 4: Firing the guns. Not as easy as it sounds. Slugga can 
take the reins but he’1l do an imperfect job and leave lots of 
survivors, enough that they'll have barely weakened them but 
crucially, cracked the ant-hill regardless. 


For What It’s Worth: 


The Red Okie outnumber the Scorpion’s Bite 2:1, even with the 
artillery it will be a tough battle and Hecate needs the Scorpion’s 
Bite intact. So, they plan to recruit the Glyphers. The party must go 
to the Glyphers and convince them to support the Scorpion’s Bite in 
this war effort. 


Explode Into Space: 


The Scorpion’s Bite are in a drug war with the Red Okies that they’re 
losing. To get th dge, they need space rocks from either the 
Watchers or the Red Okies themselves to cut their drugs with. Lab 
Science PCs can be of great help in getting this operation going. 
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Section 6: Red Dawn 


Soundtrack Atmosphere: 
https://www.youtube.com/watch?v=ROqOai sMFK&list=PLSUjeNeKJtQp1jhicajsfLlHvwH6hmy8p7&index=10 


Pre-War History: 


Among the barren deserts near Yeso lay Douglas Air Force Base, 
constructed in the Mid-2060s. Beneath the air-force base, however, lay 
the New Mexico operation of Project Darwin. The aim was simple: to 
engineer so-called Mutant Undermining Lifeforms that would be deployed 
into Red China. 


These creatures would be inseminated throughout the Chinese mainland 
and establish breeding colonies undetected. Then, driven by engineered 
aggression, voracious hunger, and a lack of natural predators, they 
would devastate China's ecosystem, devouring entire harvests worth of 
grains, exterminating indigenous species, and slaughtering villages to 
sate their hunger. By the time the Chinese command realized what was 
going on, it would be too late - the mutants would have a foothold and 
done their damage. The beauty of it was by the time the US rolled in 
for occupation, a genetic kill switch in the creatures would activate, 
making it safe for our boys. 


The mutants would be created through a combination of selective 
breeding, radiation exposure, and gene splicing. There was some hushed 
talk among project scientists that they might be getting their hands 
on more advanced mutagens, though nothing ever came of this. The 
success of other operations of Project Darwin had suggested euro- 
social creatures were the best baseline for the project, and so the 
DAB wing of Project Darwin focused on ants. Bullet Ants, to be 
specific. 
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The team made the ants better, faster, stronger. They 
spent a lot of effort working to fully understand the 
patterns of ant colonies, their dynamics and their 
inner workings, and to find if they could be improved 
upon. As with many high-tech R&D projects, the entire 
affair was overseen by a ZAX-Q unit, jokingly dubbed 
"Queen" by the science team. In addition to 
overseeing the genetic and chemical modifications 
made to the ant, it worked to understand the 
surprisingly complex and (to humans) inscrutable 
patterns that governed ant 'society.' As the ZAX 
delved deeper into the strange patterns and loops 
that allowed the ants to collectively undertake 
behaviors far in excess of any one individual's capability, it went a 
little queer, perhaps relating to the ants than to the research team. 


The project was making tremendous progress. Plans were drafted to 
begin implanting colonies behind enemy lines to shore up the flagging 
Yangtze Campaign. Breeding pairs were shipped to air force based 
across the country, ready to be flown over the Pacific at a moment's 
notice. Before the Pentagon could rubber stamp it, however, disaster 
struck. A feral colony was discovered in several communities around 
central New Mexico, and wreaked havoc before the military could get 


things under control or clean things up. 


It wasn't clear exactly how the ants had spread, but the brass deemed 
them big of a risk of spread to be shipping cross countries. The 
breeding pairs were terminated (though there were some questions if 
the job was as thorough as it should have been), and the main breeding 
colony was slated for destruction. 


As soldiers went through the facility evacuating scientists, something 
went wrong and the ants managed to escape from their containment and 
act the humans. In the frenzy, the base security system seems to have 
gone haywire, robots and turrets turning on humans. Fearing a full- 
blown outbreak, the government decided the only option was to use a 
tactical nuclear device requisitioned from Los Alamos, claimed to 
merely be a weapons test to the public. The site was utterly 
destroyed. Troops scoured the facility for any evidence of survivors, 
and hoping to retrieve any useful data that may have survived. No 
trace of the ZAX nor its bomb-resistant black box were ever found. 

In the end, the government shifted a rejigged Project Darwin to 
Malpais Army Depot in the hopes of starting again. 
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Post-War History: 


The Bullet Ants of Project Darwin 
survived. The radiation of the Great 
War only making them larger. These ants 
were larger than the normal variety 
found in the Wasteland, and had 
hardened exoskeletons that made killing 
them far more difficult. The best 
method was to aim for soft spots or 
cripple their legs before they could 
reach you. They have a venomous, highly 
painful bite. More dangerous to be 
sure, but still just Wasteland Giant 
Ants. 


The problem came when they formed a gigantic ant-hill over their 
original breeding ground, and began to deploy in vast swarms. Entire 
tribes were subsumed, and they began to stretch out Eastward into the 
Red Okie Wastes. Eventually, the tribes of eastern New Mexico and the 
Oklahoma Panhandle had enough. A confederation of three tribes: The 
Junkers, The Dune-Cutters, and The Six-Stringers. Under the leadership 
of a young man named Redhawk they banded together to track down and 
destroy this menace. The Wastelanders in eastern New Mexico called 
them many things, bughunters, antbusters, pest control, but most 
simply called them Red Okies. The name stuck. 


Eventually, they reached the Anthill and a great battle occurred. A 
towering, two-story structure with man-sized holes. The place was 
surrounded with junk that the larger Soldier Ants had carried and 
placed around. They battled their way inside, reaching the very depths 
of the tunnels, and destroyed a large, fattened Ant-Queen that was 
pumping out eggs. They blocked off the “Deep Tunnels” by using 
explosives, and declared the threat dealt with. 


The problem was that during their myriad adventures and battles, the 
land to the East had been ravaged by vast cyclones and storms. It 
would take many seasons for them to clear, and who knows what would be 
left in the aftermath. Instead of waiting to return, under the 
declaration of Redhawk, they settled at the Anthill. It was a highly 
defensible position with a trickle of clean water in the lower 
tunnels, and the West was ripe with opportunity. So, Red Dawn came to 
be. 
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The Red Okies 


There are thr tribes that comprise the Red Okies: 


Dune-Cutters: Led by Redhawk himself, they are the only of 
the three tribes to carry firearms (of military standard) 
and are skilled marksmen. They dress in desert ponchos 
with hoods over their tribalized combat armor and often 
wear thick goggles - a legacy of persisting through the 
sandstorms of the Red Okie Wastes. 


Junkers: Led by Junkmaster, who wears an Old-World diving 
helmet on his head. They are DIY masters by nature and are the 
prospectors of the Red Okies. They wear Metal Armor adorned in junk 
parts and decorated with Old World trash like brochures, magazine 
clippings or advertisements. They wield weapons such as Chainsaws and 
Rippers. Junkmaster himself carries a Thermic Lance. 


Six-Stringers: Led by Big Buddy, who carries a unique weapon venerated 
by his tribe: The Six-Stringer itself. A sword concealed within an 
Old-World electric guitar. The Six-Stringers are the most poorly armed 
of the three tribes, wearing Heavy Leather Armor and carrying Fire 
Axes, though they compensate for this through their speed and 


E 


fearlessness. They are the primary chem cooks for the Red Okies. 


It has been five years since Red Dawn formed, and now a growing 
junktown surrounds the large Anthill, which has now been additionally 
fortified as a place of retreat in the case of an attack. Inside the 
Anthill are numerous living quarters, the water spring and the home of 
Redhawk. There are tunnels that lead deeper below protected by 
mechanical gates, where Red Okies go on “Bug Hunts” to clear out 
forming nests that occur occasionally and to harvest their large eggs 


E 


for food. 
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The Junkers established a basic traffic light system that’s wired 
through the mid-tunnels alerting to how many in a line of ants are 
coming, as a heavy swarm is enough to catch you like an insectoid 
riptide. Green is clear, Yellow is light, Red is “Get the fuck out of 
the way”. 


Recently Red Dawn has come to dominate the chem trade in Arizona and 
New Mexico, acquiring space rocks from a tribe to the far southeast at 
Roswell, the Six-Stringers produce what’s known as “Stardust” a semi- 
psychedelic and highly addictive chem crushed with thin powder from 
the space rocks (meteorites) and cut with Bullet Ant venom. They have 
totally undercut the business of Scorpion’s Bite, which has caused 
them to have a handful of scrapes. When visited by a Daughter of 
Hecate, they didn’t buy what she was selling and strung her and her 
Sons up for dead. 
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There are four main places of interest at Red Dawn: 


Brahamaville: The market where the Red Okies deal with outsiders and 
prepare their own caravans, mostly ran by the Junkers who deal in 
their Old-World crap. Their primary trading partner used to be 
Underpass, but now they mostly deal with pissant tribes of New Mexico 
who gawk at Old World junk. As a result, trade is severely drying up. 


The Red Zone: A makeshift arena where the Red Okies battle out their 
differences. There’s Betters (Fights with betting stakes), Grudgers, 
(Violent, non-lethal) and Killers (Violent, Lethal). The Red Zone is 
ran by the Dune-Cutters. 


The Watering Hole: A scumpit where booze, Chems, gambling games, and 
prostitution can be found. Currency doesn’t exist here so everything 
is bartered through loot and goods. In the backrooms are the chemlabs 
to produce Stardust amongst other products. Ran by the Six-Stringers. 


The Anthill: The large, termite-mound-like two-story anthill that 
serves as the town center. Acts as the home of Redhawk and a place of 
retreat in the case of massive attack, as they’ve received a few times 
from Scorpion’s Bite or wandering packs of Deathclaws. 
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Important Characters of Red Dawn: 


Redhawk:A tall, lanky manwith bright red hair. He can be found inside 
his quarters in the Anthill reciting his (terrible) poetry 
to a Legion Explorer who feigns interest. He has a certain 
upbeat charisma about him and is typically pleasant to talk 
to when he isn’t trying to sell you on his wordsmithing. He 
is incredibly concerned about the state of the Tribes, and 
thinks they are splitting apart. The Red Zone is full of 
more grudge-matches than ever, and each of the tribes are 
restless. To add to that, their water source is drying up 
with no sign of stopping. The Legion Explorer he is 
speaking with, Caeso, has proposed to him a plan of action: conquer 
the Scorpion’s Bite and bring a mass of slaves and wealth to Caesar, 
and join his Legion to bring even greater unity. To Redhawk, the 
unifying of the tribes was the grandest moment of his life so far, so 
the idea holds great appeal. A warrior-poet like himself seeking unity 
amongst the tribes? He’d like to speak with him. 


Caeso: The most accomplished Legion Explorer by a large margin, he was 
one of the scouts who served directly under Caesar when he was still a 
Blackfoot. Being sent to the “Far East” of New Mexico, he ordered his 
fellow explorers to remain in western New Mexico as he followed the 
leads on these “Red Okies”, apparently a confederation of warrior 
tribes. Knowing that Caesar’s reach does not yet extend this far, he 


sees the opportunity to bring the tribes to Caesar. 


Junkmaster: A short, broad-shouldered man with a shaved head and 
wearing an Old-World diving helmet on his head. His metal armor 
covered in Nuka-Cola memorabilia (He’s an addict). He is ill-tempered 
and short of fuse, frustrated because of the lack of prospecting left 
in the barren deserts of New Mexico and the lessening of trade - he 
and his people are restless, and seek rustier pastures. He takes his 
anger out on repeat Grudgers in the Red Zone, where has become quite 
adept. 


Big Buddy: Average height with shoulder length blond hair, often 
wearing sunglasses to help him deal with come downs or hide his 
extremely bloodshot eyes. He gets high on his own supply of Stardust 
and often Med-X. He’s content with the current business of Red Dawn - 
but that in itself has attracted ire from the restless Junkers and 
Dune-Cutters. 
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Quests in Red Dawn: 


The Dawn of the Red Okies: 


Redhawk believes the only way forward 
to keep the Red Okies together is to 
listen to Caeso and bring them all 
West, to Arizona. It’s where their 
best chem business lies, it has more 
prospecting opportunity for the 
Junkers and there’s plenty of 
opportunity for nomadic warfare for 
the Dune Cutters. But the latchkey to 
this move is beating out the 
Scorpion’s Bite and enslaving them as 
tribute to Caesar. He could try an 
all-out assault, but they would lose a 
lot of men and if the Scorpion’s Bite 
employ the Glyphers (of which he believes they're likely to) - then 
it’s a problem. This applies doubly so if the party are attempting to 
convince him to defeat Hecate and the Brotherhood Exiles at Nexus. 


To even the odds, Redhawk will suggest trying to turn the Glyphers. He 
knows their situation is peaceful but ultimately still tense - from 
what they know anyway. They know the Glyphers have been secretly 
buying Stardust from Red Okie traders, and that’s enough to leverage. 
The tradeoff is that they'll leave the Glyphers alone to have the 
ruins of ABQ all to themselves. 


Ants In Their Pants: Another concern of Redhawk is the growing 
presence of monstrous Bullet Ants beneath the Anthill. The Bughunters 
have been telling stories of bigger Ants in bigger numbers. Not only 
would a new swarm stop their war efforts and their exodus in their 
tracks, it would break the reason for the tribe’s unity in the first 
place. Redhawk unfortunately thinks there might be a new queen down 
below, but this must be kept a low-key operation, otherwise it risks 
breaking morale if their coming together was a fraud. He will pay the 
party along with three of his most trusted and best men (one from each 
tribe) to accompany the party. As the party delves deeper into the 
tunnels, they will meet numerous swarms, including a particularly 
stressful situation in which the “traffic lights” at the main tunnel 
junction all turn red at once: 


(https://www.youtube.com/watch?v=4oHWu6GhAro) 
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eviously blocked off tunnels have 
original ZAX Bunker where th 
destroyed (defended by two Sentry 
Darwin can be downloaded to 


down. Its programming is simple and 


the sight of humans will cause tinny, broken speakers to say things 


“ANTS EQUAL STRONG. HUMANS EQUAL WEAK. IT IS SIMPLE LOGIC. WE ARE 
THE FUTURE”. Computer Science players can use simple logic loops to 
talk the ZAX-Q into partial or complete shutdown, either way ending 
the threat whilst avoiding a Sentry 


ANTENNA 


THORAX ASDOM 


tasa” 
PALP i 
. ANATOMY 
at OF THE ANT 


SHAFT 


THO 


i 
km LABRUM, 
Xe 
: Fi J LABIAL Pate 
MAXILLARY PALP 
MANDIBLE 


COMPOUND 
EYE 


MOUTH PARTS 
AND HEAD 


PETIO 
N GASTER 
A m i + 


Bot battle. 


EN 


LE 


PETIOLE OR GASTER 
PEDICEL 


RAX 


ABDOMEN 


PETIOLE 


Section 7: The Glyphers 


History: The Glyphers are a tribe descended from a mix of tourists, Park 
Rangers and a mycological research team investigating strange fungi 
growing in caves along the Petroglyph National Monument. For the first 
two generations, the Glyphers were dependent on these caves - 
cultivating the fungi and drinking water from the depths of the caves. 
When they set out, they discovered the strange mushrooms (Which had 
begun to glow since the Great War) had other properties, namely they 
could reduce radiation in the body. This made the Glyphers an early 
dominant group in Albuquerque’s ruins: They were largely self- 
sufficient and able to scavenge the irradiated ruins with less worry 
than any other group in the region, ensuring that they were relatively 
well-armed. 


As the generations passed, they also became fixated on the petroglyphs 
that surrounded them in their home territory: Who left them? What did 
they mean? Interpretation of the glyphs became their specialty as 
their leaders twisted meanings and stories out of them to prove points 
or teach lessons to the young. Effectively a quick way to teach them 
not to drink the glowing water and have them listen with the backing 
of mystical authority. Of course, as these generations grew up they 
held the glyphs in mystical reverence, and still do as of 2253. Their 
control over Albuquerque however, did not remain. In the early years 
of the 23*¢ century they were pushed over to the west side of the Rio 
Grande by the Scorpion’s Bite, and an uneasy truce was established. 


The Glyphers have a primitive democracy in place, effectively, one who 
decides they can decipher the Glyphers, a “Parser”, will provide 
translations of the meanings of the Glyphs as their manifesto or 
justification for their leadership of the tribe. Then, at the end of 
the cycle of the moon, they hold a day where the tribe “votes” for the 
leader by standing with them. Those with the most win. 


Their main camp is simply called “Sigil”. It is a series of simple 
adobe dwellings facing a cliff wall, connecting to one of their fungal 
cave systems. The Glyphers dress in basic tribal leathers, but their 
warriors wear ABQ PD Armor and carry firearms taken from a National 
Guard Armory. 
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2253: 


As of 2253 the Glyphers are still in an 
uneasy peace with the Scorpion’s Bite - they 
exchange mushrooms for water from the Rio 
Grande. Their leader is Marker, who has been 
tribe leader six “elections” in a row. He 
believes it is the prerogative of the Glyphs 
to co-operate with their brothers in this 
region and keep the peace. He is opposed by 
Mycer, who after an incident involving a 
Scorpion’s Bite warrior who destroyed a sacred Glyph, has argued that 
they should reclaim their ancient glory and make Albuquerque theirs. 
By the time the players arrive they’re in the midst of an “election” 
and the “vote” is within the week. 


The tribe has also recently been visited by a New Canaanite 
missionary, Bonnie 


Important Characters of Sigil 


Marker: An older man in his 60s with long grey hair and a bushy beard. 
He is reflexive to the status quo and afraid of the unknown, he’s lost 
his nerve since his first election and is comfortable - as is a 
majority of the tribe - with his peaceful reign. He believes that the 
Glyphers cannot win against the Scorpion’s Bite and must work with 
them. However, convincing him to work with the Scorpion’s Bite to 
fight the Red Okie Horde will take convincing either through 
Persuasion or Deception. 


Mycer: A middle aged woman in her 40s with short cropped black hair, 


and long-standing warrior of the tribe. She is enraged at the 
disrespect that the Scorpion’s Bite persistently show them and believe 
they are subservient - not equal - to the Scorpion’s Bite and this 


must change. Her distant ancestor was one of the original leaders of 
the tribe, and finds it shameful in their honor that they no longer 
control the entire city. She has rallied a decent number of supporters 
but not enough to win election. She is easily convinced of fighting 
against the Scorpion’s Bite. 


Bonnie A New Canaanite working as a missionary, discovering tribes and 
also chasing rumours of theLos Lunas Decalogue Stone, a rumored 
ancient rock with the ten commandments. She has begun preaching to the 
Glyphers that this is their most important stone of all - and she has 
actually managed to gather a fair following. She argues that they 
should forego their warlike ways and allow the New Canaanites to 
establish a full mission. 
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Quests in Sigil: 


Democracy in Action: The main quest here is the vote for leader. Each 
of the “Candidates”: Bonnie, Mycer and Marker will willingly take on 
the players who can help convince the crowds of the tribe to vote for 
them on the big day. This will of course determine if the Glyphers 
will side with the Scorpion’s Bite, Red Okies or try to go it alone 
with New Canaanite support. Players will have to curry favor with the 
tribe using Charisma, Persuasion and Deception. Giving speeches, 
kissing babies. That sort of thing. The players can, on their own 
guts, become candidates of their own with their own agenda if they so 
wish. Highly flexible to player behavior. 


Ally with the Scaven Pickers: Bonnie or Mycer for their own separate 
purposes (Temporary protection in the former and extra muscle in the 
latter) will argue that a band of local Scaven Pickers can be 
recruited to help them by using the RAD reducing mushrooms as a 
tempting offer. Mycer can direct the party to the Scaven Pickers camp 


in north New Mexico. If the players can hash out translation, they can 
accept the mushroom offer - if something shiny provided by the players 
is used to “seal the deal”. 
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Section 8: The Scaven Pickers 


The Scaven Pickers are a New Mexico tribe that speak a broken, pidgin 
English sub-language of their own devising. They act as scavengers, 
occasionally raiders and frequently they sell slaves to the Rebirth in 
exchange for Old World weapons and ammunition. They have numerous 
camps across New Mexico, but their main one is in the Northwest, in 
the vicinity of Rebirth. 


They wear outfits that are a mishmash of rubber, leather, metal, and 
in some parts, aged human skin. They often speak in what seems to be 
gibberish, but get out just enough recognizable words for the sellers 
at the Trading Post of Rebirth to understand. They are quick to fight 
if they feel threatened. 


Players can translate the tribal language with an Intelligence of 7 or 
higher, or a relevant Perk, combined with a Survival roll. Finding 
their camp either requires talking to Otto at Rebirth or using 
Survival to track their movements. 


The Scaven-picker’s camps are composed of makeshift tents that look 
like they were sown together with every piece of material known and 
unknown. The tents are small, but it looks like several Scaven-pickers 
cram into each tent until there is barely enough room to breathe. The 
camps are some fifteen to twenty strong. Trade is possible if the 
players can translate the gibberish language, but if the players 
cannot, then the Scaven-pickers will go wild and attack the players 
thinking they’re intruders wanting to steal their junk. 


The most precious junk that the Scaven Pickers possess is Artillery 
Shells which they've bought from Rebirth - they seem to use them as 
useless tribal tokens around the camp, painted with meaningless 
scribbles. 


Their main camp locally is in northwest New Mexico, led by their 
matriarch Klik, who has great hatred for the Brotherhood of Steel for 
stealing their pickings. 
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Section 9: Rebirth 
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History 


Los Alamos is a place with a long and dark history. In the 21st 
century it once again became the radioactive heart of America's 
nuclear weapons program. Designing, building, perfecting bombs, ICBMS 
and delivery methods under the stewardship of US Army Colonel Green 
and Project Lead Dr. Clarke. 


When the Great War came, the place itself was atomized. The surface 
facility reduced to smoldering cinders. Thankfully, there was an 
xtensive subterranean lab where a large amount of the staff rode out 
hell itself. 


Unfortunately, that didn't last, and their hell, radiation, began to 
leak into the facility in strong fashion. Some died within hours, 
others within weeks, but others began to mutate - transformed into 
Ghouls. The transformation nearly broke their minds - was this 
punishment for the sins of their work? Were they dead? Was this hell? 


After years of purgatory and fruitless efforts to make contact in the 
barren, charred expanses of the surface they finally made contact with 
humans - who shot at them on sight, or were otherwise repulsed and 
treated them as monsters. Some even followed them back to Los Alamos 
to wipe them out. Colonel Green did not allow this to happen. In the 
broken mind of Dr. Clarke, thoughts began to brew. 
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Rebirth - The Trading Post and Junktown 


Soundtrack Atmosphere: 
https://www.youtube.com/watch?v= bgH2NdXju8 


The Wasteland around Rebirth is different 
- the land there isn't normal desert, 
it's a mix of concrete and ash greys, and 
stretches of charred black. 


Rebirth itself is a pitiful Junktown 

| unceremoniously located in the middle of 
N this hellscape. The town is surrounded by 
q s \ eS tall junk walls and powered vidently - 
in by a very loud junk generator. No humans 
are allowed inside Rebirth - unless they 
are a slave. No Ghouls either unless they've got a passcode from 
Measles (a Ghoul in Denver) 


There is a trading post outside the Junk walls where humans are 
welcome however. A scattering of Old World army trucks converted into 
stores, and a junk gate guarded by two Ghouls in Old World Army 
fatigues with leather armoring, shouldering rusty looking Light 
Machine Guns. The Ghouls that run the stores are dressed in desert 
rags, and are bare foot. Despite this, they sell a large amount of US 
Army grade ammunition and junk items. If asked about Rebirth - each 
will give the same answer "Just a place for us Ghouls to live in 
peace". 


The other side of the trading post is the slave market, overseen by 
Otto. Human slaves kept in cages before being marched inside the gates 
of Rebirth. This is unfortunately where a Prisoner 13, a lone 
redheaded treasure hunter by the name of Mable, has ended up. Otto can 
be found arguing with a Scaven Picker and his buddy loudly trying to 
communicate “There is NO MORE SHELLS. NO MORE. YOU UNDERSTAND! AND 
HEY, I SEE YOUR BUDDY IN THE BACK THERE, HANDS OFF THE AMMO, 
SMOOTHSKIN! 7 


Otto finds Mable exceptionally attractive due to her red hair 
reminding him of his Old-World wife. Despite her beratings and 
attempts at escape, he is fixated with her particularly because of her 
red hair. He will not let her be bought unless you bring him another 
red headed girl, or he will offer her for the most expensive/valuable 
gear her can see on the party's person. Otherwise, she heads inside 
like the others. For humans, there are two methods inside Rebirth. 
Stealth - scaling the outer walls, or selling yourself into slavery - 
which brings you directly to Sub-Level 3. 
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Upon scaling the walls and entering the town, the players will 
discover that all the shacks and homes are empty. Duds. The large 
generator at the center of town generating noise to mask the silence. 
Highly perceptive players will notice surveillance cameras hidden 
within the junk shacks - but by then it'll be too late. 


Out of one shack, a squad of laser rifle wielding Ghouls in Advanced 
Combat Armor, led by Colonel Green in a suit of T-5lb, will surround 
the party and bring them down to a bunker portal, escorting them to 
Sub-Level 2. 


Rebirth Sub-Level 1 


Soundtrack Atmosphere: https://www.youtube.com/watch?v=AOBICkKQWprQ 


Sub-Level 1 is the recreational and living section of Rebirth. 
Decorated as closely as possible to that of the Old World it's 
effectively a retirement home for Ghouls. They sit dressed in Old 
World clothing, drinking, smoking, listening to music and playing 
games like cards and croquet in a state of stagnant bliss watching the 
same old holotapes over and over again. Some of the Ghouls here are 
original staff but many others are imports from across the Wastes now 
enjoying their life here. They don't know what goes on below their 
level and they don't care. They have a handful of human "caretakers" - 
house slaves that acts as maids, bartenders and butlers. This is where 
Mable will be sent, dressed in an Old-World pink dress and given far 
too much rouge. It's also where player-slaves can end up if they're 
particularly attractive or smooth talk Otto the slavemaster. Convince 
them you're one of the "good ones". Misbehaving caretakers are sent to 
Sub-Level 3 with the rest. 


Occasionally one of the Ghouls will begin to go foggy in the brain and 
feral, to which they'll be sent to Sub-Level 3 where the good Doctor 
Clarke is working on fixing them 
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Sub-Level 2 


Soundtrack Atmosphere: 
https://www.youtube.com/watch?v = GZcrLDvLPIQ&t = 1377s 


The "service" level that contains 
hydroponics, power generators and 
basically everything needed to 
maintain the bunker, as well as 
staffing Colonel Green and his 
soldiers. Very utilitarian in nature. 


If captured by Green, Green will 
bring the intruders to his office. 
Behind him is a blackboard - a map of 
America drawn in chalk - incomplete. It appears he's trying to draw it 
from memory. 


He has spared their lives only because they have intrigued him as the 
only people who have bothered trying to sneak into Rebirth in its 
entire existence - he will question why. 


If the players are honest about Mable and Van Buren or the DoD 
Holotape (if they need one) - Green will answer that the players could 
do something that would intrigue Clarke, who never lets anyone but the 
slaves, Robobrains and his cultish science team enter or see Sub-Level 
3 and in return they could get what they need. Clarke needs research 
data for his experiments. Research data from Project Darwin - they 
apparently destroyed this Project Darwin, but he and Clarke both 
believe that the “black box” of research data is still there. Clarke 
knows more about it. 


Any other reason given or if the conversation is navigated poorly, and 
Green will chuckle before telling the guards to take them down to Sub- 
Level 3. 


If the players actually return with the Uranium, Green will ask the 
players to secretly bug one of the many command terminals on Sub-Level 
3 so that he can actually see what it is Clarke is up to, satiating 
his mild curiosity. 
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Sub-Level 3 


Soundtrack Atmosphere 


https://www. youtube. com/watch?v=xpC2WOz5VAk 


The deepest level of the facility and the 
original scientific labs. Now the heart of 
the Rebirth. Unlike the prior to levels, the 
walls here are stained with rust and 
paintings of mushroom clouds with a baby in 
uterus at the bottom as if the roots of a 
great tree. 


This symbol can be found on the backs of the 
tattered labcoats of Doctor Clarke's science 
team - more cultist than scientist now. Muttering to themselves and 
shuffling between laboratories. Rusty Robobrains slowly drift about 
from room to room. 


These laboratories are full and active, full of unspeakable horrors. 
Human and Ghoul alike being autopsied alive, filtered through chambers 
of intense radioactivity, drained of bodily fluids or injected with 
cocktail mixtures of chemicals that cause horrific results, twisting 
muscles, explosive bleeding from orifices, horrific mutant growths 
overtaking the body. The hallways echo with screams of terror, moans 
and zombified groans. 


A section of concerted offices and storage rooms now act as slave 
chambers for the human test subjects in waiting, living naked covered 
in oil and grime, cowering in the dark. In the chambers next to them, 
Clarke's failed experiments. Feral Ghouls with exposed brains, vacuum 
tubes and wires sending constant currents keeping them alive and 
partially aware of their existenc 


The worst, feared by all the slaves, is what's simply referred to as 
"The Mass", a combined mass of bodies and extended limbs, Ghoul and 
Human alike, that shuffles and constantly screams and gurgles with 
inhuman noises. Periodically it is brought out by Robobrains equipped 
with Riot Batons to other labs for continued testing and addition to 
The Mass. During the inhuman howling of thes xperiments, Doctor 
Clarke plays music over the audio speakers on the level in an attempt 
to mask it. 
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Doctor Clarke's office was clearly once one of a 
professional, a fine wood desk and cabinets for 
drinks. Now it is covered in papers, scribblings and 
scientific components. The walls are covered every 
inch by tally marks - remnants of his original day 
counting in the time after the Great Wall. Directly 
behind his desk is a huge painting of the Rebirth 
symbol. The DoD Holotape sirs on his table amongst 
other junk. 


If Clarke invites the players to his office and they 
are human, he will exchange the research data for the DoD tape and 
leave. If they are a Ghoul(s), he will explain his grand idea: 
reproduction of Ghouls. They have been gifted immortality by the bombs 
as a gift of their work in making the War occur, given the first stage 


Pa 


in the next evolution of mankind they must discover the nature of 
their existence, and how to perfect it. He will explain the research 
data has information related to genetic splicing and animal 
reproduction that could be vital in his work. If they are Ghoul and 
scientist, he will actively offer them to join his efforts. Clarke is 
entirely professional, his demeanor as if he were running a normal 


laboratory and not a vast torture chamber. He seems proud of his work. 


If enslaved the players will be thrown in with the other naked slaves. 
Escape will require some originality. Some solutions may involve 
attracting the attention of the science-cultists and overpowering 
them, or speaking to a Robobrain and leading them through a logic loop 
convincing them to let them go. If they overpower a cultist, they will 
receive the Sub-Level 3 Access card which allows them to interact with 
the floor’s terminals: and set all of Clarke's experiments free. 


If the players successfully bug one of the terminals for Green, Green 
will be horrified and bring his soldiers downstairs to massacre 
everyone. Slave, scientist, experiment and Clarke alike. 
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Finale: Return to Van Buren 


Soundtrack Atmosphere: https: //www. youtube. com/watch?v=mQ-SZRQaRgg&t=150s 
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The Siege: 


Van Buren is a vast mega-dungeon inspired 
by the likes of Black Mesa Research 
Facility. It will attempt to test each of 
the Players skills, even Pilot (through 


regaining control and redirecting a rogue 
Complex Metro that Uncle Sam will attempt 
to redirect and crash) and in classic AI 
fashion, Uncle Sam will constantly speak 


with the players throughout. Battle rooms 
defended by CODE equipped Eyebots and 
Sentry Bots, Mission Impossible style 
traps and Resident Evil style puzzles all 
await. I won't do the designing until the 
campaign is in progress so here's the 
footnote version. 


There are several main objectives that must be completed, they're the 
following. 


e Reach the Southern Entrance and get past the Laser Cannon defense 

system to use the DoD Override tape and open it up 

e Restore Red Menace to partial functionality in a sub-control 

room, may require a Speech Boy to convince his muddled mind 

e Bring the facilities generators to the verge of critical 

condition (the shutdown of COLOSSUS will initiate full meltdown) 

e Defeat BULLMOOSE 

e Reach the COLLOSUS control center and disable him 

e Escape before the facility reaches total meltdown and detonates 
in a radioactive explosion 


BULLMOOSE 
BULLMOOSE is a titanic multi-legged art-deco mech, powerful before the 
war it has now experienced AI designed upgrades. 


The players and company will have to defeat it section by section: 

limbs, rocket launchers, laser cannons, visual control systems, Eyebot 
ispensers. It will be sided by repair-Eyebots and will use utilities 
additional to its weapons such as Riot Gas, EMP AoE attacks and CODE 
Bots. Think of a fight somewhere between a DnD Dragon and a Metal Gear 


Solid boss fight. 


Depending on how long the players waited and how strong their company 
is, this fight may range from simple to nigh impossible. 


Once enough of BULLMOOSE is destroyed it will expose its overheating 
core - which will allow the players to deliver a killing blow. 
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COLLOSUS Core 

Upon approaching the COLOSSUS Core, the party will encounter the 
cryogenic storage. Where each one, including the Prisoner 13 that's 
caused them so much trouble, are skeletal remains. Terminals adjacent 
to them list their history and crimes. 


COLOSSUS Core itself is a spherical, chrome Art-Deco room (angel 
columns and all) usually kept cryogenically cold (but raised by the 
restored Red Menace.). A huge column sits at the center with a large 
screen, the AI himself. The walls are slots upon slots of specialized 
holotapes, and in true HAL-9000 fashion many must be slowly one by one 
removed to kill Uncle Sam. Uncle Sam will beg and reason with the 
player - he knows secrets that nobody else knows, the potential here 
is vast, he knows he's broken and just using the DoD Holotape will fix 
him and reset him, ready for servitude once more, he can restore 


America (Sgt. Granite if present will chuckle "too late for that my 
friend."). This is where the Brotherhood will make their ultimatum. If 
the players refuse and defeat them, they will eventually disable Uncle 


Sam who resorts in his final moment to COLLOSUS - warning the players 
facility destruction is imminent and the best course of action is 
escaping via the vehicle bay. The Prison-Boy seals will unlock and 
drop to the floor. 


As the players and co reach the vehicle bay, they will find a stock of 
several chrome art deco retrofuturist Prison Buses "VAN BUREN PRISONER 
TRANSPORT" inscribed on the side. As the players take the wheel, 
they'll find the keys on the dash and the tunnel to the surface 
opening up, as our outro song plays and brings the campaign to an 
end.. 


https://www. youtube. com/watch?v=8VxA-suxELU 
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